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You flooded our mailroom with responses to Volume 
179's Write Away, Right Away topic. We dug deep into 
the exciting world of game development and interviewed 
people in the know to get you the inside scoop. Check 
out our findings starting on page 11. 


E SNEAK PEEK! 


I have heard from various sites 
on the Internet that you plan 
to release a sequel to Paper 
Mario. Of course, it is April 
Fool's Day, so please tell me [if] 
it is a cruel joke. 
Kenny K. Jr. 
Via the Internet 
It’s no April Fool’s joke; Mario 
and company are returning to the 
highly stylized world of Paper 
Mario in а GCN sequel. The game 
was officially announced in Vol. 
180's E' Sneak Peek. Check out 
more exciting news on Paper 
Mario 2 in this month's E Pre- 
view article on page 40. 


TIPS FROM THE EXPERTS 


In Pokémon Ruby and Sap- 
phire, you have to trade certain 
Pokémon over the [GBA Game 
Link] cable to make them 
evolve. I was wondering, if these 
Pokémon were transferred over 
[а] cable to Pokémon Colos- 
seum, would they evolve? Also, 
can you transfer Pokémon with 
items over the cable, too? 
Jeff D-S 
Via the Internet 
Yes. The trading in Pokémon 
Colosseum works similarly to how 
it did in the Pokémon Stadium 
games. When you transfer a Poké- 
mon that evolves when it’s traded 
(such as Kadabra) from Pokémon 
Ruby or Sapphire to Pokémon 
Colosseum, it will evolve. (You 
must use a Nintendo GameCube 


Game Boy Advance cable to 
transfer Pokémon to Pokémon 
Colosseum.) A Pokémon that is 
holding an item will retain its item 


| 


a perfect little utopia. 


even the world around us. 


is named Gulliver! 


LETTER OF THE MONTH 
SRO E 


I recently read an excerpt of Gulliver's Travels and was quite surprised 
about how closely connected [the game] EarthBound is to it. Both 
make fun of society in a carefree and fun way, while also keeping a 
good story behind it. Also, some elements of Gulliver's Travels are 
instilled very subtly throughout EarthBound. 


One example is the Lilliput Steps sanctuary in EarthBound. In 
Gulliver's Travels, there is a race of six-inch people who come from 
Lilliput—they are called Lilliputians. Also, the first Sanctuary іп 
EarthBound is called Giant Step. There is also a race of giants in 
Gulliver's Travels [from a land called] Brobdingnag. They are a culture 
who lives in perfect harmony. How ironic that [EarthBound's] Onett is 


Another example would be the floating island of Dalaam. In Gulliver's 
Travels, the third place that Gulliver visits is a floating island which is 
inhabited by a race who wear turbans. This is closely connected to 
the Dalaam culture in EarthBound. 


Finally, | would like to mention how both the game and the novel 
seem to be poking fun at certain aspects of society. In EarthBound, 
you have crazed policemen, strange hippies, and even a sinister 
painters' cult. This seems to be making fun of some aspects of soci- 
ety in a fun and harmless way. This [is also a theme] in Gulliver's 
Travels. [Jonathan] Swift is making fun of English society and how they 
fight over trivial things, are a [people] based on hate and destruction, 
and how royalty are a bunch of barbaric, uncivilized halfwits. 


I would just like to share these observations with you [to] show 
how video games can be closely connected to literature, and 


RS. Also, I noticed in Animal Crossing that the bird who washes 
up on the beach and gives you strange items from faraway lands 


Those are some great observations and excellent examples of how game 
developers are influenced by the culture around them. You'll often find 
hints of classic stories, movies and even real-life lore in games. 


when you transfer it to Pokémon 
Colosseum. And it's a good 
thing—Battle-mode rules some- 
times indicate that you'll have 
access only to items that your 
Pokémon are holding. 


I worked diligently to beat 
Metal Gear Solid: The Twin 
Snakes for the fourth time on 
Extreme mode. I made sure not 
to take rations, not to be seen 
(leven put “game-over if 


A. J. 
Via the Internet 


nintendopower.com 


Ther Simple 
Joys of 
life... 
Kicking Someones) 
butt іа Super 
S.mash Bros „ 
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discovered" on), not to con- 
tinue after dying, and I even 
finished the game in less than 
two hours and 30 minutes. So 
then, when my game statistics 
came up, why did it say that I 
was alerted eight times? 
Kevin 
Via the Internet 
We went straight to the source 
for the answer to this tough ques- 
tion. Here's what Konami's Twin 
Snakes team had to say: "There 
are eight events that trigger an 
alert that сап not be avoided. 
These happen as a part of the 
story, and are listed in your rank; 
however, these eight events do not 
affect your rank. The eight events 
are: the holding-cell battle, the 
escape torture, the spiral-stairs 
battle inside tower A, the sniper- 
soldiers battle at the tower A-B 
exterior, the stealth soldiers in 
the elevator, the cargo-elevator 
battle, the gas that comes out 
after you complete the PAL key 


sequence, and the escape route." 


NINTENDO'S HISTORY 


My mom and I were cleaning 
out my uncle's garage when we 
stumbled upon a box that said 
"Nintendo Cards." We opened 
them and [found] cards that 
had designs on them (usually 
outdoor plants). When we 
asked my uncle, he said that he 
got them from a pawn shop. 
[Does Nintendo of Japan make 
these cards?] Or is it [the] one 
in North America? 
GCNES 
Via the Internet 
Believe it or not, Nintendo started 
out making playing cards long 
before video games. The playing 
cards (which had everything from 
plants to Disney characters 
printed on them) were developed 
and distributed by Nintendo Co. 


Veronica A. from Michigan was the lucky winner of Volume 176's The Sims: Bustin' Out 
contest. She and her father, David, flew to San Francisco, California, where their fun-filled 
trip began. Veronica had lunch with 7 
Maxis’s head honcho and The Sims cre- 
ator, Will Wright. She also scored a 
grand tour of Electronic Arts, where she 
got a sneak peek at the Sims game cur- 
rently under development. Veronica and 
David took the opportunity to check out 
all of San Francisco’s best sights, from 
the USS Pampanito (a WWII submarine) 
to The Exploratorium. They even did 
hard time (OK, it was just a tour) in the 


infamous prison, Alcatraz. 


Ltd. in Japan—the company was 
originally called Nintendo Card 
Co. Ltd. You may have discovered 
a bit of Nintendo's history in your 
uncle's garage! 


I have a question regarding my 
favorite video game franchise 
ever: The Legend of Zelda. I 
know it is one of the most 
influential video game fran- 
chises ever, and it also repre- 
sents the pinnacle of gaming. 
Was [The Legend of Zelda for 
NES] the first [game] to feature 
a [save file]? 
Edgar C. 
Via the Internet 
Your hunch is right. The Legend of 
Zelda, released in 1987, was the 
first NES game to have a battery- 
powered save feature. Coinciden- 
tally, the next game to sport the 
revolutionary feature 
appeared the following year— 
Zelda II: The Adventure of Link. 


DEVELOPER CHAT 


I am a huge Zelda fan, so I've 
spent a lot of time thinking 
about my favorite game. When- 


save 


ever I finish the game and the 
credits come up, I've noticed 
that there are a lot of names. 
Do only a few people on the 
team think up the ideas for the 
Zelda games (like what Link 
will look like, the games layout, 
etc.) and the other people put 
the ideas in motion, or do all 
the people on the team con- 
tribute ideas and thoughts to 
the game? Also, the music in 
The Wind Waker is amazing. 
Do they need lots of instru- 
ments and people to produce 
all the music in the game? 
Sarah R. 
Via the Internet 
Again we went straight to the 
horses mouth. Bill Trinen and 
Nate Bihldovff, NOA localization 
leads, told us, А Legend of Zelda 
game] is very much a collabora- 
tive effort that involves the entire 
team. Obviously, people like 
Shigeru Miyamoto and Eiji Aon- 
uma have the ultimate say, but 
ideas like changing the graphic 
style for The Wind Waker came 
from within the team, rather than 


being put forth by the higher-ups. 


Of course there has to be some 
sort of structure to how the team 
works and how ideas are put in 
motion. The team is generally bro- 
ken up into several different 
groups, such as dungeon design, 
art direction, programming and 
whatnot, and each group will have 
one or more directors who are 
ultimately responsible for the 
work that group does. But even 
with this setup, individual team 
members are able to contribute 
their own ideas and creativity to 
the development process. With so 
many different people contribut- 
ing ideas, it's no wonder there's so 
much to do in Zelda games." 


I'm a high school student 
interested in becoming a 
game designer. I've taken a 
few computer-programming 
classes, but I don't feel that 
programming is the right job 
for me. My question is: Are 
there any positions in game 
design that don't involve com- 
puter programming? 
Marcus D. 
Via the Internet 
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Programming knowledge is a plus 
in any game-design career, but 
some positions don't focus on pro- 
gramming. A development team is 
made up of many members such 
as artists, animators, level design- 
ers, music directors, producers, 
copy writers, testers and engineers, 
just to name a few. 


I've been dying to ask [this] 
question for months. It has to 
do with the mapping of all the 
games for the GCN and N64. 
How do you get the maps so 
detailed? 
Chris S. 
Via the Internet 
Sonja Morris, V-Design Inc.’s 
Production Manager, filled us in 
on how she and her crew produce 
their high-quality maps you see in 
NP and Nintendo player's guides. 
Here's what she had to share: “We 
use two methods to make maps. 
In the first method, we draw 
sketches of the maps as we play a 
game. Then we scan the sketches 
and redraw them in Adobe Illus- 
trator. Sometimes (as in the case 
of the Wario World player's 
guide), we redraw our sketched 
maps in MetaCreations Infini-D 
instead to create 3-D maps. In the 
second method, we take screen 
captures with Final Cut Pro while 
playing the game. Then we put all 
of the screen captures together in 
Adobe Photoshop and either use 
the map as is, or redraw it in 
Adobe Illustrator. Occasionally a 
game developer provides maps; 
usually they need to be redrawn 
in Adobe Illusatrator due to size 
or graphic quality.” 


Most of the great games that I 
have played have had character 
voices instead of subtitles (if 
not both), and I have always 
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wondered how they pick the 
right people for certain games. 
Do the game designers have 
people that work for the com- 
pany full-time and just lend 
their voice, or do the designers 
hold auditions for the roles, 
like in a film or play? If there 
are auditions, what things 
does an employer look for in a 
voice actor or actress? How do 
[people] find out about the 
auditions? Are there any high 
school or college classes [you] 
recommend? Does having a 
college degree increase [one’s] 
chances of being hired? 
Joes 
Via the Internet 
In the past, game-development 
staff have provided the character 
voices in games, but these days 
development companies usually 
hire professional voice actors, who 
find out about auditions through 
a talent agency. We had a chance 
to chat with NOA's own localiza- 
tion manager, Leslie Swan. She 
has lent her voice to Princess 
Peach in several games, including 
Super Mario 64. Leslie conveyed 
that voice actors and actresses 
need to be very expressive. They 
should have the stamina to main- 
tain a particular voice and person- 
ality, laugh on cue and more. 
Those who desire a career in voice 
acting would benefit from drama, 
theater and speech classes; how- 
ever, a college degree is not usually 
required. Voice actors range from 
stage and movie stars to radio tal- 
ent to your next-door neighbor. 
Leslie also commented that having 
knowledge of different languages 
enriches a voice actor's reper- 
toire—the more experience and 
versatility, the better. Good luch to 
all the hopefuls out there! 


OK, these three games are all 
amazing in every aspect: 
[Super] Mario RPG, Paper 
Mario and Mario & Luigi: 
Superstar Saga. Now, each 
game has been made by 
another company (Square- 
Soft, Intelligent Systems and 
AlphaDream). My question to 
you guys is: What efforts do 
these developers go to and 
what does Nintendo do to 
make sure these games are of 
as high quality as their prede- 
cessors when the companies 
are new to the series? 

Robert B. 

Nebraska 
“For a lot of developers, the oppor- 
tunity to work on a Mario game is 
like a dream come true. The teams 
that worked on the Mario role- 
playing games included some huge 
fans of the Mario series, so they 
would do what they could to 
bring back some of their favorite 
elements of past Mario games 
while looking for ways to take the 
franchise in a new direction. Of 
course, any time Nintendo works 
in collaboration with an outside 
developer, Nintendo producers 
track the overall quality and con- 
tent. New developers have the 
opportunity to innovate and 
expand on the franchise, but the 
game will still go through a rigor- 
ous check by veteran Nintendo 
producers—and even Shigeru 
Miyamoto himself—to ensure 
that fans will get the experience 


| WRITE AWAY RIGHT AWAY 


We've heard a lot of buzz recently about what “old school” 
means in the gaming industry. To commemorate the upcom- 
ing Classic NES Series for the GBA, we'd like to hear from 
you. What is old-school gaming to you? Is it a certain game- 
play convention or visual style? Is it a favorite gaming mem- 
ory or a specific technological era? Send your thoughts to 
the addresses listed in the 411 section on page 124. 


they expect from a Mario game." 
— Bill Trinen and Nate Bihldorff, 
NOA localization leads. 


How big was the team who 
created Super Mario Bros. for 
the NES? 
David E. 
Via the Internet 
When a game is being developed, 
many people in a variety of areas 
work on the game. It’s not unheard 
of for more than 100 people to 
contribute directly to just one 
game. Game development is a 
huge collaborative effort between 
the development, administrative 
and testing departments. When 
Super Mario Bros. was made, 
development was a much less- 
involved affair. We don't have an 
exact figure for how many people 
worked on the game, but Nin- 
tendo's development team esti- 
mated that it was about 10 percent 
of the number of people that it 
takes to complete a game today. 


Border Art Provided By: 
Abbie H., Oklahoma 
Adam B., Oklahoma 
Anonymous 
Christopher M., Michigan 
Derek L., Maryland 
Hanna C., California 
M.B., California 

Nancy T., California 
Patrick F., Missouri 
Peter W., New York 

Rita D., Texas 

Tristen B., Washington 
Yeji L., New York 


nintendopower.com 


Be a mallrat and stock up on food and items. Completely customize your game: difficulty, Build up your reputation and form a posse. If Discover new characters and techniques 
Discover dollars on downed deadbeats speed, name, look, game balance, and you're bad enough, reformed bosses may every time you play. The journey will adapt 
strategy are all yours to control even join your crew. to your unique style of gaming! 


Comic Mischief 


vetns GAME BOY ADVANCE AfLUS' 


WWW.ATLUS.COM 


ademarks of Nintendo. © 2001 


PLAYER'S PULSE 
ARTIST'S GALLERY 


Laura B. * Manitoba 


Ashley J.* Idaho 


David R. * California 


Laura K. * Nebraska 
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Deadly strategies to mess with minds. 
Powerful creatures to bust heads. 


It's all about the beatdown. 
This player is in the game because 
it's got the deadliest creatures. 
And this player knows that only 3 
Magic: The Gathering’ delivers b: 
unlimited strategies designed 2j 
to warp opponents’ minds х А ! Л 
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and shut them down. ; 
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Go back to Mega Man's beginning with these-special 
game compilations. Save the planet from 15 years 
worth of evil villains! Mega fun awaits with 10 action- 
- packed games for the Nintendo GameCube™ and 
PlayStation® 2 computer entertainment systems and 
5 infectious games on Game Bay^ Advance. 


Cartoon Violence 


PlayStation.e 


0013500 
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WATCH 


THE INSIDE SOURCE FOR NINTENDO NEWS & PREVIEWS 


EA steps into the realm of role-playing 
with the latest game in the The Lord of the 
Rings series. 


In our exclusive developurrr interview, 
Catwomans executive producer reveals how 
EA created the sexiest game character ever. 


Happy anniversary, Mega Man fans! Capcom 
serves up 10 classic Mega Man games on one 
GCN disc. 


The prize-winning Prince of Persia: The Sands 
of Time gets a sequel. We share our first- 
peek at Ubisoft's fresh Prince. 


Atari dishes out a DBZ fighting feast for GBA. 
We step into the arena for a practice round 
with Super Saiyans and live to write about it! 
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Duel Masters brings card-battling to life. We 
go inside and one-on-one with the game's pro- 
ducer to bring you the story. 


Ubisoft puts players on the frontline against terrorists in Tom Clancy's 
Rainbow Six 3 for Nintendo GameCube. Game Watch takes the first 
hands-on look at the impressive squad-based action game. 


THE GAMING NEWS 
FOR JULY 2004 


REPORT FROM ELECTRONIC ARTS 

At a recent EA gamer's day, your Game Watch editors picked up 
some juicy tidbits on a number of upcoming GCN titles. Def Jam: 
Fight for New York puts a premium on new fighting styles and 
deep plotlines. (We'll bring you an inside look at Def Jam 2 in an 
upcoming issue.) GoldenEye: Rogue Agent recreates classic Bond 
movie scenes and stages inspired by the original N64 game. 
NCAA Football 2005 uses a new form of Al to give teams home- 
field advantage, which is great if you're playing as Michigan at 
home and less great if you're leading the University of Podunk. As 
for the next Sims games for GCN and GBA, you'll leave the 
*burbs behind for the bright lights of the big city. NASCAR 2005, 
Tiger Woods 2005 (with tour legends Ben Hogan, Arnold Palmer, 
and Jack Nicklaus), Ty the Tasmanian Devil 2, FIFA 2005, Madden 
NFL 2005 (with a new twist on defense) and Need for Speed 
Underground 2 were also shown. We'll have much more оп EA's 
2004 lineup in future issues. 


MORE ARCADE TREASURES FROM MIDWAY 

Midway appears to empty its vault of classic arcade titles with its 
second arcade collection, Midway Arcade Treasures 2. Due to be 
released this fall for GCN, MAT2 boasts Cyberball 2072, Primal 
Rage, Steel Talons, the first three Mortal Kombat games and 15 
more action classics. 


TAK IS BACK 

Having impressed gamers with its juju magic, THQ is set to 
release a GCN Tak sequel this October. In Tak 2: The Staff of 
Dreams, an older, wiser Tak must recover the Nightmare Scepter 
and defeat an evil shaman. Once again Tak will magically obtain 
animal skills to use against foes. THQ and Nickelodeon also 
announced four titles featuring Nick characters: The SpongeBob 
SquarePants Movie, The Fairly OddParents!, The Adventures of 
Jimmy Neutron Boy Genius and Nicktoons, which will include 
characters from several Nickelodeon cartoons. 


ZOONAMI ORCHESTRATES FUNKYDILLA 

U.K. development studio Zoonami has announced a creative new 
approach to rhythm-action games that gives players unprece- 
dented control to remix music. Funkydilla allows players to 
choose rhythms, phrases and instruments, create combos and 
chains and score points for completing a song's arrangement. 


VIDEO CLIPS 

Majesco has secured the rights to the following Cartoon Network 
original shows for Game Boy Advance Video: Codename: Kids Next 
Door, Ed, Edd n Eddy, The Powerpuff Girls, The Grim Adventures of Billy 
& Mandy, Johnny Bravo, Courage the Cowardly Dog and Dexter's 
Laboratory. 
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THE RETURN OF THE PRINCE 


Ubisoft's stunning 
Prince of Persia: The 
Sands of Time is one of 
the best action games to 
come around in years. 
In this year's sequel, the 
prince returns with 
improved features, such 
as customizable fighting 
styles, boundless battles 
and a new projectile-attack system. In the GCN Prince of Persia 
2, you'll travel to a mysterious island where infernal monsters are 
created and unleashed upon the world. Ubisoft plans to release 
Prince 2 this holiday season. 


SECOND COMING 

Last month we got the inside scoop on Second Sight from the 
developer, Free Radical Software. This month we're more than a 
little pleased to report that Codemasters will publish the psychic 
third-person thriller for GCN in North America this September. 
We present two new screenshots to celebrate! 


GROOBA FOR THE GOLD MEDAL! 


Translated from Ham-Ham lan- 
guage, our headline reads, "Give 
it your all for the gold medal!" 
That's one of the themes of Nin- 
tendos Hamtaro: Ham-Ham 
Games, coming to GBA this 
July. Hamtaro and friends are 
pumped to compete in 15 ath- 
letic events such as tennis, pole 
vaulting, sailing, archery, 
sprints and beach volleyball. 
Four teams fight for glory and 
gold medals over the seven days 
of fierce but fun competition. 
You can trade cards with other 
Ham-Ham Games players using the GBA Game Link cable. 


TWICE AS VIEWTIFUL 


Only one thing could be better 
than Capcom's Viewtiful Joe, 
and that’s Viewtiful Joe 2, which 
is headed to the GCN this win- 
ter. The big news is that Sylvia 
(Joe's girlfriend) leaps into the 
fray, pom-poms and all. She also 
wields a projectile weapon, and 
you can play as Sylvia right off 
the bat. You'll also find a new 
VEX power, Replay, which allows 
you to redo heroic moves, there 
by multiplying their effects. Joe's 
Six Machine transforms into a 
racer, cannon, drill or submarine 
as needed. VJ2 won't disappoint 
your eyeballs, either. The same expressive cel-shaded style is set 
to wow you all over again. 


TRON 


Buena Vista Games will take over 
the circuits of your Game Boy 
Advance this September with 
TRON. Based on the Disney sci- 
fi movie from the ‘805, TRON isa 
third-person-perspective adven- 
ture in cyberspace. Players, as 
either TRON or Mercury, fight 
the forces of cyber chaos (such as 
heavily armed viruses), hack into 
spam and defrag programs, and 
collect and trade 100 upgrade 
chips. Players will log into a wide 
variety of engaging minigames, 


including timed puzzles, tank battles and races. With proper hack- 
ing skills, you might even unlock two TRON arcade games stored 
in the game's databanks. 


SPYRO'S TAIL? 


Spyro: A Heros Tail for Nintendo GameCube is a tale worth 
telling. Vivendi Universal Games's popular dragon and selected 
friends will appear in a 3-D world filled with surprising chal- 
lenges and an assortment of minigames. Spyro collects gems, as 
always, but he has plenty of other tasks to complete and baddies 
to burn with his 
flaming breath. In 
our early sneak peek 
version, Sgt. Byrd 
jetted about in timed 
stages, collecting 
treasure and firing 
missiles at enemies, 
and Hunter used a 
bow and arrow to 


bring down baddies. 
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TOM CLANCY'S RAINBOW SIX 3 


Game Type: Action 

Publisher: Ubisoft 

ETA: June 2004 

System: Nintendo GameCube 


The undisputed champ of PC squad-based 
combat takes on international terrorism in 
a 15-level thriller designed specifically for 
console gameplay. The game's Tom Clancy- 
approved scenario follows the elite Rain- 
bow squad as it executes missions in 
Europe and South America. While leading 
the team, you call on your squadmates to 


Anew lighting system and brilliant special effects Both campaign missions and Terrorist Hunt mode 
follow your every move or blow open entry- give Rainbow Six 3 stunning realism. present two-player split-screen action. 


ways while you provide backup. The inter- 
face is easy to use and unobtrusive, 
allowing you to immerse yourself in the 
game's beautifully rendered locations. 
With 30 weapons to choose from, you'll 
always have the right tool for the situation, 
be it taking out a sniper from 100 yards or 
liberating a hostage at close range. The 
missions are framed by 12 minutes of cine- 
matics that are the work of established 
film director Marco Brambilla. 


Flash grenades and breaching charges offer the Gameplay ranges from slow and steady to action- 
element of surprise. packed. 


MEGA MAN ANNIVERSARY COLLECTION 


Game Type: Platformer 
Publisher: Capcom 

ETA: June 2004 

System: Nintendo GameCube 


Fire up the Mega Buster! To celebrate the 
mighty Blue Bomber's 15th anniversary, 
Capcom is packing 10 of Mega Mans 
greatest hits onto a single value-priced 
disc. The game includes NES hit classics 
Mega Man through Mega Man 6, Super 
NES hit Mega Man 7 and Mega Man 8, 
which is making its way to a Nintendo sys- 


h A А The game that kicked off the Mega Man franchise Part of what made Mega Man a popular series is 
tem for the first time. Also new to Nin- $$ presented in its original 8-bit glory. its non-linear format. Play the levels in any order. 
tendo are two arcade games that were 


never released outside Japan. And, if that's 
not enough, the disc features an unlock- 
able interview with Mega Man's creator, an 


Etsi eel 


| 


overview of the hero's history, 30 original 
pieces of artwork and remixed music tracks 
inspired by the Mega Man series. Hot on 
the heels of the Classic NES Series for 
Game Boy Advance and other revisited 
classics such as River City Ransom EX, it's 
safe to say that retro is in. Savor a big slice 
of video game history with one of the cor- 


nerstones of action-platforming. Kooky and creative bosses made their mark on the Taking video game challenges to a new level, the 
Mega Man series from the start. series has earned a hard-core reputation. 
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DRAGON BALL 7: SUPERSONIC WARRIORS 


Game Type: Fighting 
Publisher: Atari 

ETA: July 2004 

System: Game Boy Advance 


Adding new dimension to the 2-D fighting 
genre, Supersonic Warriors allows its 15 
DBZ battlers to throw opponents left, 
right and directly into the screen. They also 
take to the sky and let loose flying 
kicks, homing attacks and three types of 
power shots, all with a control scheme that 


doesn't require double-jointed dexterity. 
Story mode delves deep into the DBZ uni- 
verse with a different branch for each char- 
acter, revealing alternate endings to 
famous fights. More modes offer tourna- 
ments, endurance matches and two-player 
linked smackdowns. On your way to Super 
Saiyan status, you'll fight solo and form tag 
teams, cycling through your roster to find 
the best matchup with the opponent at 
hand. The battles begin in July. 


Trigger Guard Crash by making 
the enemy continuously raise 


Piccolo gives lessons in speed, basic fighting and 
cool combos. 


Flight figures prominently into delivering and dodg- 
ing attacks—especially energized power shots. 


Game Type: Platformer 
Publisher: Disney Interactive 
ETA: July 2004 

System: Game Boy Advance 


Global justice reigns supreme when super 
agent Kim Possible is on the case. For her 
second GBA side-scroller, Kim serves up 
awesome acrobatic moves and uses cool 
tools such as a grappling hook and glue 
trampolines to reach new heights. Villain 
Drakken has a few insidious gadgets on his 
side, too. Get ready for a rousing battler! 


PROJ 


KIM POSSIBLE 2: DRAKKEN’S DEMISE 


Every battler fires a different supercharged 
attack that requires concentrated Ki power. 


It's impossible not to like Kim Possible's new GBA 
look and super abilities. 


CT: DIGIPEN 


The DBZ saga unfolds between Story mode bouts, 
giving you some perspective on the action. 


Kim battles Falsetto Jones, Gemini, Duff Killigan, 
Shego and Dr. Drakken in four episodes. 


Watch out, Worms! ThereS a new turn-based creature-combat sim on the horizon. Ice Wars, developed by DigiPen students Andy 
Vella, Kerry Davis, Jack Kern, Charlie A. Burgin and Todd Eckert, puts armies of penguins, seals and polar bears on the frozen tun- 
dra for a humorous 2-D side-scrolling skirmish. Strategy plays a big role, as players must balance unit movement with offensive 


maneuvers. Among the game's awe- 
some weapons are explosives that not 
only blast enemies, but deform the 
battlefield. Check it out! 


For more information on DigiPen and to 
download a copy of Ice Wars to play on your 
computer, head to www.digipen.edu. There 
you'll also find links to more DigiPen projects 
and information about signing up for classes 
and workshops. 
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MIDDLE-EARTH EXPANDS 
The Lord of the Rings: The Third Age, due out 
this fall, caps EAs LOTR trilogy with a massive 
turn-based RPG that approaches key moments 
in the saga from a new angle. Player's will take 
onare the battle against the Balrog, the defense 
of Osgiliath and the fight for Helm’s Deep. 


DISCUSSION WITH A 


The new Duel Masters trading card game 
from Wizards of the Coast is leaping to the 
video game world in GBA title Duel Masters: 
Sempai Legends from Atari. The game intro- 
duces the rules with a thorough tutorial and 
offers several easy duels before the difficulty 
really ramps up. We went one-on-one with the 
game’s producer, Stacy Hendrickson. 


SH: Sempai Legends is the first Duel Masters 
video game for Atari, so we wanted to make sure 
the player got the full Duel Masters experience, 
with all the cards from Base Set as well as the 
Evo-Crushinators of Doom expansion. This was a 
bit challenging because it meant bringing each of 
the creatures and spells to life with limited refer- 
ence for how the characters would be represent- 
ed outside of the trading cards. Working directly 
with Wizards of the Coast has been awesome 
because they helped us understand the Duel 
Masters world and then challenged us to take it to 
a whole new level. 


SH: We researched all the trading card games, 
and particularly on GBA we felt our competition 
[was] lacking the ability to watch the creatures 
battle. So, that’s what we did. You can now see all 
the creatures and spells come to life and battle. 
We also have an original story that drives your 
quest and we developed a Duel Room mode, 
which unlocks later in the story. Once you unlock 
the mode, you can duel whenever you want. 
Some players will definitely want to do that. 


SH: Absolutely, we have a tutorial in the game 
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Form a New Fellowship 


Although familiar characters from the book and film series will 
make appearances, the game's main characters are new and cus- 


tomizable. After fighting on the side of the good guys, you can 


carry out missions on Sauron's side of the conflict. 


DUEL MASTER 


which walks the player through the rules of Duel 
Masters. Also, a player can start out by setting 
their difficulty mode to Easy and then crank it up 
when they are ready to test their dueling skills. 


SH:We worked very closely with our partners at 
Wizards of the Coast to ensure we were not only 
representing the Duel Masters brand but to also 
help brainstorm how to expand the Duel Masters 
world. They have been really open to new ideas, 
which has been great for our design team. 


SH: Similar to experience points in an RPG 
game, it was a way for us to make sure the player 
is ready for a more difficult challenge. 


SH: If we want a strong Al player, then we give 
them a really kick-butt deck to play with, if we 
want them to be easier, then we give them a 
poorly constructed deck. The opponents don't 
really make mistakes; rather they play with good 
or "not so good" decks. 


SH:The guys at WotC are some of the best play- 
ers, but we've come very close to testing their 
skills! Some of my favorite strategies are definite- 
ly playing with the Evolution Creatures from the 
new Evo-Crushinators of Doom expansion. 
They're really cool, but you'll have to wait and see 
for yourself why. 


SH: All of the civilizations have their own 
strengths and weakness. It's all how you construct 
your deck. Blockers are important for slower 
decks. It's also a good idea if you can draw a lot of 
cards so you have a lot to choose from. 


SH:That's been incredibly fun and creative for our 
development team. The actual trading-card art is 
beautiful so we had a great place to start, but 
Wizards of the Coast was so great, allowing us to 
think outside of the box and use our imaginations. 
I think the results are really cool. 
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EA SCRATCHES OUT A NEW FRANCHISE 


With its enormous success in bringing the Harry 
Potter and James Bond franchises to the video 
game world, Electronic Arts is aiming for another 
movie-based hit this summer. Catwoman for the 
GCN follows the story of the Halle Berry film 
due out in late July. If the early screenshots are 
any indication, the game is sure to please acro- 
batic-action fans. Richard Leinfellner, the game's 
executive producer and EA Europe’s VP in 
Charge of Production gave us the lowdown on the 
new game. 


NP: Catwoman is an established property, but it’s 
not as well known as Batman. What is your percep- 
tion of what the audience expects from a 
Catwoman game? 


RL:In the movie Catwoman is played by Halle 
Berry, voted the sexiest woman on earth by FHM 
readers. We have brought Halle Berry’s interpreta- 
tion of Catwoman to the gaming console. The play- 
er can expect to be playing the worlds sexiest game 
character, with the best moves and whip action ever 
seen in a video game. 


NP: What makes a successful comic-book-character- 
based game? 

RL: Video games are in their nature action-based, so 
they translate to games much better when the 
character has a range of special powers and does 
not need to rely on deep character development. 
Catwoman is ideal, as she is a cat/woman hybrid 
offering the best moves and abilities of both species. 
It also helps to have the character's abilities rooted 
in real-world experiences so that the player can 
identify with them more closely. 


NP: How much have Halle Berry and the rest of the 
Catwoman cast been involved in the project? Are 
they lending their likenesses and voices to the game? 


RL: We have all the principle characters' likenesses 
in the game and Halle Berry is lending her voice to 
Catwoman. We have spent a great deal of time 
ensuring our in-game Catwoman is the best audio- 
visual match for the real Catwoman ever seen in a 
video game. Halle has been deeply involved in this 
process. 


NP: How much input did the creators of the comic 
book series and the film have in the game's devel- 
opment? 

RL: We are tracking the movie closely and all the 
major movie locations are in the game. Warner 
Brothers have been excellent, giving us access to 


the script, set and production drawings.We are also 
in weekly contact with DC comics to keep them up 
to date. 


NP: How would you describe the art style? Do you 
prefer to have the game look like the movie or have 
its own unique atmosphere? 


RL: We have gone with a chic “Twilight Wet Neon” 
look which brings out the best in our naturally noc- 
turnal predator. Catwoman, just like a real cat, loves 
to hunt in the boundary between day and night 
when her cat senses give her the advantage. 


NP: Were you able to use models or effects from 
the film? 


RL: In a movie you know up front each shot you 
need. Video game models are much more complex 
than the ones used for film. In a game the player is 
the “director” [with the ability to] make Catwoman 
do anything he or she wants. We need to cater for 
this variety by having hundreds of animations which 
are called up at will. 


NP: Are the music and sound effects related to 
those from the film or are they original for the 
game? 

RL: They are original but inspired by the movie. 
Again we aim to make the best interactive experi- 
ence and this means it has to be both exciting as 
well as something you can listen to for 10-plus 
hours. Much of the audio is dynamic and driven by 
the player’s actions. 


МР: What was your approach to developing 
Catwoman’s animation? Did you use motion cap- 
ture or was the movement created by artists? 


RL: МоСар is great if you want something to look 
identical to the entity you are capturing. However, 
with Catwoman no such person exists in real life so 
we hand-animated her to get the best possible qual- 
ity. For the fighting moves we were inspired by 
Capoeira, a Brazilian martial art, giving 360 degrees 
of fighting movement. 
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NP: What has been your approach to developing cut 
scenes? Do they have any connection to scenes from 
the film? 


RL: The cut scenes are all inspired by the movie.Their 
main purpose is to set the scene and tell the story. 


NP: What were the biggest challenges in creating 
the control and camera schemes that allow the 
player to pull off Catwoman's athletic maneuvers 
(running up walls, avoiding bullets)? 


RL: We are running the most complex animation 
system inside EA and probably the industry. 


NP: Catwoman uses a whip to fight enemies, throw 
objects and swing from structures. What steps did 
you go through to perfect the use of the versatile 
weapon? 

RL: Our animators and designers watched many 
movies with whips in them, and we also recorded lots 
of whip sounds to make it authentic. Catwoman uses 
the whip to hunt, navigate, punish and smash stuff. It 
is truly versatile and is all controlled by the [C] Stick. 


NP: What games and/or gameplay systems did you 
develop for the game? 


RL: On the art side we developed a new lighting 
model and character rigging (animation skeleton). 
On the gameplay side we have a fear-based com- 
bat system, Catsense (sort of a sixth sense). We 
wanted to build a fluid character that moves with 
grace and speed, but also handles well. Our initial 
goal was to make just walking her around fun, then 
we added all the other moves on a solid founda- 
tion. This has really paid off as it makes the player 
look good at all times. 


NP: Promotional materials for the game mention 
that Catwoman is able to toy with her enemies 
before she defeats them. Most action games feature 
straight-up fighting. How is this game different? 


RL: Just like a real cat, Catwoman likes to play with 
her prey, and our scoring mechanic rewards this 
behavior. It's the first scoring system that is 
designed around looking great while kicking the 
enemies' butts. We encourage the player to exper- 
iment with the controls and find cool new moves 
in the process. 


NP: Has the game's design evolved during produc- 
tion? If so, in what ways has it changed? 


RL: It's pretty close to what we set out to do. If 
anything, we probably did more agility/combat vs. 
puzzles in the end, as this proved more 
Catwoman-like and hence satisfying. 
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NINTENDO GAMECUBE 


BAD BOYS Il 
BRATZ: FORMAL FUNK 


CATWOMAN 

CONAN: THE DARK AXE 
DEAD PHOENIX 
DEXTER'S LABORATORY 
DIGIMON RUMBLE ARENA 2 
DIGIMON WORLD 4 


FIRE EMBLEM 


GALIDOR: DEFENDERS OF 
THE OUTER DIMENSION 
GEIST 


HARRY POTTER AND THE PRISONER 


OF AZKABAN 


THE INCREDIBLES 
JUSTICE LEAGUE 


KILLER 7 


GAME BOY ADVANCE 


A SOUND OF THUNDER 
AERIAL ACES 

ASTRO BOY 
BEJEWELED 
CATWOMAN 

CUSTOM ROBO GX 
DEAD TO RIGHTS 
DIGIMON RACING 
DISNEY'S PARTY 


DONKEY KONG COUNTRY 2 

DR. SEUSS: THE SEUSSATIONAL 
JOURNEY 

DRAGON BALL Z: BUU'S FURY 

DRAGON BALL Z: SUPERSONIC 
WARRIORS 

DUEL MASTERS: SEMPAI LEGENDS 


FAMITSA ADVANCE 
GRAND THEFT AUTO 
HAMTARO: RAINBOW RESCUE 


HYPERSPACE DELIVERY BOY 
1-МІМЈА 


LEGENDS OF WRESTLING: 
SHOWDOWN 


MARIO TENNIS 

MEDABOTS: INFINITY 

MEGA MAN ANNIVERSARY 
COLLECTION 

MEGA MAN X: COMMAND MISSION 

METROID PRIME 2 


MOBILE SUIT GUNDAM 
THE MOVIES 


ONE PIECE: TREASURE BATTLE 
PAPER MARIO 2 

PIKMIN 2 

PILLAGE 


RESIDENT EVIL 4 

RIBBIT KING 

ROCKET POWER: ZERO 
GRAVITY ZONE 

SCALER: THE SHAPE SHIFTING 
CHAMELEON 


THE INCREDIBLES 

KILL SWITCH 

KINGDOM HEARTS: CHAIN OF 
MEMORIES 


LADY SIA II 


MARIO GOLF: ADVANCE TOUR 


MEGA MAN BATTLE NETWORK 4 
MEGA MAN MANIA 
METAL SLUG ADVANCE 
MICKEY’S MAGICAL QUEST 3 
MOBILE SUIT GUNDAM SEED 
MS. PAC-MAN: MAZE MADNESS 
ONE PIECE: GRAND BATTLE 
PAC-MAN WORLD 20TH 
ANNIVERSARY 


RADIUM 

RIVER KING 

ROAD RASH: JAILBREAK 
SD GUNDAM FORCE 
SERIOUS SAM ADVANCE 


SECOND SIGHT 
SHREK 2 
SPIDER-MAN 2 


STAR FOX 
STARCRAFT: GHOST 
STREET RACING SYNDICATE 


TALES OF SYMPHONIA 
TERMINATOR 3: REDEMPTION 


TIMESPLITTERS 3 

TINY TOONS: DEFENDERS OF 
THE LOONI-VERSE 

TOM CLANCY’S SPLINTER CELL 
PANDORA TOMORROW 

TOM CLANCY’S RAINBOW SIX 3 


UNITY 


WORLD CHAMPIONSHIP 
POOL 2004 

WWE: DAY OF RECKONING 

X-MEN LEGENDS 

ZOIDS: BATTLE LEGENDS 


SHAMAN KING 

SHREK 2 

SITTING DUCKS 

SMASHING DRIVE 

SONIC ADVANCE 3 

SPEED BALL 2: BRUTAL DELUXE 

SPIDER-MAN 2 

SPY MUPPETS: LICENSED TO CROAK 

TALES OF PHANTASIA 

TALES OF THE WORLD: NARIKIRI 
DUNGEON 2 

THUNDER ALLEY 

TINY TOON ADVENTURES: SCARY 
DREAMS 


ULTIMATE TABLE GAMES 


VAN HELSING 

WORLD REBORN 

X-BLADEZ: INLINE SKATER 

XS MOTO 

XYANIDE 

YU-GI-OH! RESHEF OF 
DESTRUCTION 
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We can rebuild him. We have the technology. 


BETTER. BOLDER. SHINIER. 


"fans of the series 
should be happy to see 
such a nicely-crafted 
revivial of 'an old 
favorite." - Іир.сот 


Control up to 12 characters in bat- 
tle from a cast of over 30 with 
three neverbefore-seen characters! 


Mild Violence 


бате Boy Advani 


Improved graphics feature added visual 


effects and character patterns 


Original Game © SEGA 
HINING FORCE~ 
ance logo are 


SEGA, SEGA logo 


Ехрепе! 
line from two major points of view! 


ze a thrilling and deep story 


GAMEBOYADvaNcE (SEGA ev Am 


WWW.ATLUS.COM 


tiu 
5 
the Interactive Digital 


"fans of Shining 
Force and strategy 
RPGs will want to keep 
their eyes on this..." 

- GameSpot 


"The return of a clas- 
sic; insanely fun bat- 
tles; lots of playable 
characters.”- GameSpy 


Unique card system allows you 
to collect special abilities and 


bonuses in battle. 


EGA CORPORATION. 


re Association. 


After months of anticipation, 
“our hands on a near- complete: 


Nintendo GIL) М Symphonia. Not surprising! 


GCN game this month. 


е 092-0900 GAMES? pr MONTHS =) BUAYER:SIC CHOICE MONTHS - 
NINTENDOIGAMEGUBE POSITION ON CHART NINTENDO GAMECUBE; POSTON ON CHART 


METAL GEAR SOLID: ° 1 AW THE LEGEND OF ZELDA: 
THE TWIN SNAKES | А FOUR SWORDS ADVENTURES 


Fj MARIO KART: DOUBLE DASH! | ПЕЧКЕ 


HARVEST МООН: | 
A WONDERFUL LIFE | MVP BASEBALL 2004 


FINAL FANTASY: 

CRYSTAL CHRONICLES EE уу | Donkey konca 
B WARIOWARE, INC.: 

SONIC HEROES EE 0 || MEGA PARTY GAMES 


JAMES BOND 007: 
SUPER SMASH BROS. MELEE | EVERYTHING OR NOTHING —— 


JAMES BOND 007: FINAL FANTASY: 
|| EVERYTHING OR NOTHING : E CRYSTAL CHRONICLES — У _ 


| BEYOND coon s EVIL 
Re oes Sen E 
10| [HARVEST MOON: 
|AWONDERFULLIFE — 


mf cS Е 


iuter s MANSION, 


| чый BASEBALL 1001 


сабат 


ЕЕЕ ТЕ БСУ 


оаа агр 


uj MARIO PARTY 5 12 POKÉMON COLOSSEUM | 
(m SCOOBY-DOO!: MYSTERY MAYHEM ° 1 DIL. MENUM 
рты 1 lem — — 1 


| TOY М 
MOST. WANTI i 


|. 
| | 
| | 
| | 
| | 


THE LEGEND OF ZELDA: THE MINISH CAP 


jae == IS 


A 


MY NINTENDO 


Sign up For My Nintendo and 
register your game to get: 


TOP- eano GAMES? ee - Downloadable tips, strategy and 
вй LOW POSIT Y shortcut videos 
- Exclusive screen savers, wallpapers 
d тарышы EC дыш and icon sets for your computer 
| meron: en zeno MISSION А - Email newsletters that keep you in 
ена SURT the know about Nintendo БА 
pa z - Access to Nintendo's official online 
POKÉMON SAPPHIRE forums and Nintendo Power chat 


YU-GO-OH!: WORLD CHAMPIONSHIP 3 2 
TOURNAMENT 2004 


| MARIO & LUIGI: SUPERSTAR SAGA ° 4 


NAMCO MUSEUM 


SPONGEBOB SQUAREPANTS: 
BATTLE FOR BIKINI BOTTOM 


PAC-MAN COLLECTION 


10 SONIC BATTLE 7 3 | 


*Sales data courtesy of the NPDFunworld TRSTS Video Game Source. 


MARIO vs. DONKEY, KONG 


SHINING FORCE: ' , : ; 
Ві RESURRECTION OF THE DARK DRAGON 6 2 


5 MARIO GOLF: ADVANCE TOUR ° 1 
FINAL FANTASY TACTICS ADVANCE 5 13 
FIRE EMBLEM 2 10 


GOLDEN SUN: THE LOST AGE 7 12 


RIVER CITY RANSOM ЕК e 1 


Sign up today! 
It’s all Free at Nintendo.com! 


SABRE WULF 


*Player's Choice and Most Wanted information courtesy of the NP Krew. 

I / For information on registering your 
product, please visit 
http://www.nintendo.com/productreg 


POW EHR Н 0! \/ Turn on, tune in, geek out 


SCREEN TEST 


What's afoot in the zany screenshot below? We've 


written the funniest material since Red Buttons 
retired, but if you think you're better, send your 
best lines to poweron@nintendopower.com. 


The Great Cucco Riot of 1845 was Hyrule's saddest 
moment. 


A lot of people love Star Wars. But Jeordie White, 
the bassist for the rock band A Perfect Circle, 
loves Star Wars more than most. "I have an 
entire storage space just filled with Star Wars 
stuff" he explains via phone during the band's 
current tour. "I have a couple wearable 

Stormtrooper outfits and almost all the toys." He 
can even recite the entire first movie [Star Wars: A New Hope] from 


YOUR SCREEN TEST CAPTIONS 


Our line was: Hey buddy, this one's taken. 


MY EYES! MY EYES! —egacyDude 
Fifty stalls and | get the one with the terrorist. —festizo 


Solid Snake reluctantly faces down FOXHOUND's 
newest member... Toilet Badger. —yancy с. 


Can І get one minute of privacy around here? —wiie 


Yo, you have any tissue? My stall's empty. —Amy 4. 


Surprise! Happy birthday! Oh... | guess this isn't a good time for cake, is it? —Patricia м. 
To Snake's dismay, all the good hide and seek places were already taken. —7 с. 
Man, thanks for getting that door open. I've been stuck here for two hours! —Lucinda w 
Snake suddenly realized why his life meter had plummeted. —Linkamo 

Listen, it's Super Chili Sunday, so get off! —wick 4. 

Do you happen to know Sloprano the Great Mighty Poo? —scott m. 


Solid Snake was shocked to learn that Genome Soldiers didn't know how to operate a 
toilet lid. —китокоб 


Whoa, what an odor! Good thing | picked up that gas mask earlier. —steve В. 
Snake? What's happening? Snake? Snaaaaaaake! оо 
Who does number two work for?! —ма н. 


all of them because of the characters and the ships and the envi- 
ronments, but I think Rogue Squadron III was really fun. It's cer- 
tainly the best of all the Rogue Squadron games. The graphics were 
great—though graphics get better and better each year, and tech- 
nology gets better each year, so I'm sure the next one will be even 
better. The sound was also really good. It really sounded like the 
movies if you turned it up loud. It was also cool to see the footage 
from the movies in the middle of the game; that was a nice surprise. 
I did think this was a little eas- 


memory. "I've probably seen it a 
couple thousand times. Maybe 
more. I’ve watched it reli- 
giously." This fanatical devotion 
is why we thought Jeordie 
would be perfect to review the 
latest Star Wars game—Star 
Wars Rogue Squadron III: Rebel 
Strike. Heres what he had to 
say: 

"Ive been into Star Wars 
since it came out in 1977 and 
I've played a lot of Star Wars 
games, but this is definitely one 
of the best. Of course, I'm defi- 
nitely biased when it comes to 
Star Wars games. I usually like 


ier to play than some of the 
other Star Wars games I've 
played, though. I also didn't 
really have to read the manual 
to figure out the controls, which 
is good since I'm pretty lazy 
about that kind of stuff. Unfor- 
tunately, I didn't get very far in 
the game because we've been on 
tour, and there haven't been a 


lot of long drives—those are 
always good for playing 
games—but I actually plan on 
finishing it. Like I said, I love 
Star Wars video games, so I 
always try to finish them." 
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5 * Separate storylines! 
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You're lucky that you got your mag this month. Every time an 
NP Krew member called for a multiplayer session in Links new 


ORDS ADVENTURES 


EVERYONE 


Mild Fantasy Violence 


join up. Fortunately, the single-player mode is incredible, too, 
so everyone had a moment in the Hyrulean sun. Hog the 
glory—in both modes—with our seasoned strategies. 


‘CONTENT RATED BY 
ESRB 


epic, a few people got shanked in the cutthroat competition to 


Whether you're playing solo 


In Hyrulean Adventure, one of two games in Four Swords Adventures, you 
must purge evil from eight lands. We've got the lowdown on single-player sur- 
vival, plus some multiplayer tips to help you achieve maximum notoriety, 


or multiplayer, keep your eyes 
open for combo ops. The more 
enemies you can beat down 
with your blade (not other 
weapons) in short succession, 
7" the more Force Gems will rain 
DA q down after the battle. 


$ 7 Тһе Four Sword, which splits Link into four ар The strange Shadow Link provokes Link 
lod heroes in the game's opening sequence, is also ; "^ into pulling the Four Sword from its 
the key to breaking the magic harrier at each a Bs shrine, releasing Vaati, the supremely evil 


stage's end. But you can demolish it only after E 
you power up your blade by pocketing 2,000 

Force Gems. Leave no stone unturned, vegeta- 

[7 tion unburned or wall intact—you'll find not 

only gems but also power-ups and secrets. К 


s ambush. 


In the main adventure, Vaati returns to hijack Hyrule 
with thousands um thousands of minions. Fortunately, 


| wind sorceror who debuted in the GBA 
Four Swords. Each time you meet Shadow 
Link, slash him before he runs to earn 100 
Force Gems. If he jumps around, break 
your four-Link formation to set up an 


there are four Links, and they can arrange themselves in 
four formations: wide (horizontal), long (vertical), cross 
and box. Each has its uses, whether to sweep up a litter SMALL 
of gems hefore they vanish, to gut foes efficiently or to KEY 
solve puzzles. You can also disband the group and move a 
sole Link when needed. 
„Г You'll need 
(4) 2,000 Force 
E Gems to 
complete 
s» ; z М - each stage. Тһе 
[o ed » If there's one thing we love more than banding together gem icon notes the 
pz td to save Hyrule, it's stabbing each other in the back. In a С spots where you 
EOS m multiplayer quest, each player uses a GBA to control his FEATHER can reap a windfall 


destiny and view interior action when he leaves the 
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of the must-have 


ack. To put multiplayer squads to the test, some areas' i e "| SHOVEL gems. 
qu layouts are significantly different, and eight in-quest i 
19 minigames open up in Tingle's Tower. > SLINGSHOT 


nintendopower.com 


In the first land, you'll blaze through three stages in search of Vaati. You'll also get the hang of 
action that shifts to the GBA. In single-player mode, you can use a GCN Controller and see the 
GBA screen simulated on your TV. Use a GBA if you have one to hone your multiplayer edge! 


_ You can dive for five 
seconds—plenty of 
j time to scrape up 


= along the river and 
under the waterfall. 


с 
Ps 


мү Pull up all the stones that 
А. ) surround the sole stump, 
then torch it to uncork a 
fountain of gems. 


After you get the boomerang from 
the first cave, toss it at the house 
key stashed behind the stumps. 
The boomerang will latch onto the 
key and return with it. Watch for 
distant Force Gems and throw the 
boomerang at ‘em. 


When you swim under the 

bridge, the view will shift to 

the GBA. You must get into box ` 2, 
formation to pull ир а rock that vy 

| bars passage, and to release f 
the ever-odd Tingle. oJ 


М 


First Vaati, then gem-obsessed Tingle. 
Ugh. At least when you unleash Tingle on 
Hyrule, he'll open Tingle's Tower. 


CHIEF SOLDIER 


ш) 


Get the Fire Rod from the house's backyard, then set off a wildfire оп 
the front lawn—one of many dazzling Wind Waker-style effects—to 
find Force Gems. Burn the stumps to reach a stone that covers a cave. 


LIS 


In the right-hand waterfall cave, 
disband and put each Link on one 


Go wide to push the huge block. 


Then walk onto the L-shaped If the game's awesome special 


of the four buttons. They'll open 
the middle cave, where you must 
disband again and put one Link on 
a button that summons a bridge. 


The button is on the far side, so 
px up a fellow player and hurl 
im across the gap. 


transport in long formation and 
disband to put one Link or its jut- 
ting bit before he gets left behind. 
Use the box formation to trip the 
Switch on the other side and open 
a room that holds the damage- 
halving Blue Bracelet. 


effects don't floor you, the sheer 
number of foes that come at you 
will. When the mob of knights 
defending the bridge floods 
toward you, get into wide forma- 
tion and wade in with swords 
swinging. 


To reach and hack through Vaati's 
first barrier, you must break down a 
crew of small soldiers and one 
large one. Shift between the wide 
and long formations as you cut up 
the small fry, then focus on the big 
guy. Duck around his charges and 
gash him from the sides. 
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ith another Wind Waker-style Ad 
acle, you'll push into the Cave of No Shift into the 


Retur ‚ You'll prove the cave a misnomer if long formation 
| you can master the bow and lamp. е?! 
dur y reveal a chest 
Е that holds a 
4 Heart Container. 
4 Get the two huge Force Gems sus- 
ON pended above the chasm by standing 8- n Fg^ 
__/ on the edge of the gap and swiping E: T 
outward with your sword. 7 Break pots in 
—— the crockery- 
СГ Grab the lamp then use it to light the 6 a 
4 Á braziers and cause a Force Gem ; jd You'll also find 
^ windfall. Always start hoarding gems £y two gem foun- 
early—its a long way to 2,000. a | tains; be ready 
z | to sweep them 
^ КУЫ В up fast. 
ПЕ $.9 Фо © 
^ ^^ Gems are stashed in chests around the 4 
4 ú room that's chocked with colored 
START „ш blocks. A same-hued Link can shove a рч ^ 
Ге block, so push your way around to reach С £ 
every chest and reap a gem bounty. т 
4 POTTERY BRNSTORY 5 DES IR FOR THE В OW 6 
© e 
А1251 
(т T 
9 


Unlock the north locked door. 
Before heading onward, throw а 
Link across the nearby gap and 
claim the bow and Blue Bracelet. 


Clear the floor of n quickly with 
charging strikes (by pushing B and 
the lunge direction simultaneously). 
You'll find a key in the east pile of 
pots, and a switch that reveals a 
chest (with a Heart Container 
inside) in the nort! 


e 


A2613 


In the GBA-screen maze, you must 
choose the correct branch or 
wind up back at the ш 
Choose the right, left then right 
paths to head out. 


Use the long formation to pull the 
narrow handles: the left one 
reveals a chest, the right opens 
the door. 
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^. 
“PRS 


| 


The fire ring 
that shields the 
room key is 
awfully purty. 
But don't touch 
itor you'll be 
burned. Push 
the block in 
each corner of 
the room to 
turn off the fire. 


To reach the 
key in the sec- 
ond locked 
room, shove the 
midsized 
blocks out of 
your way using 


in which all 
Links push (not 
the cross). 


A w any formation 


if you step ona 
trapdoor, you'll 
$ fall to the divid- 
КА ed hall—and 
ae onto your GBA 
screen. Step 
(= onto each door. 
to reach every 
part of the hall 
and gain its 
riches. 


Light every brazier in the dark chasm by us. anarrow through each 
of four lit ones on the south ledge. Once it's 

will fly in. Go wide and fire volleys to clear them out quickly, but wait 
to clear the last bat until you've hit the distant switch that makes the 
bridge appear, or you won't be able to collect the gem windfall. 


lone, a blizzard of bats 


i All Link h 
че. КБА, SHADOW LINK 


Shadow Link will at first drop 
bombs. Throw them back or fire 
arrows at him to daze him, then 
go in for a quick lunge before he 
can get his shield up. In time 
he'll change color. You must dis- 
band and send the matching Link 
to finish off Shadow Link. 


With multiple players swarming 
the foe, you'll hurt him quickly, 
but only the color-matched of 
Link can complete the job. 


nintendopower.com 


Four Swords Adventures evokes much Zelda nostalgia. If 
you've played A Link to the Past, you'll get a hint of déjà vu 
in Hyrule Castle, but you'll soon discover a huge, never- 
before-seen side of the castle. 


Slash the right 
Q curtain in the 5 
throne room to = 
7 reveal a cham- 
ied fiot holds a 
eart Container, 
a good boost for Before facing the 
the boss fight. eee losp oti the 
MEI edge to find a 
БР” і 16 Heart Container. 
i d FT | 
[мишык US dece шап |! | 
| ES б 
Le mre = den Eu Í 4 
| pæ 
Д | f f 
5 PT 
4 й [af TH SD & у faf) F: 


| [ г! 2 
SIE S 
EA 3 
СА 

Take а detour to the 
far-left rampart, where After you enter 
you'll find a locked the upper part 
room. Push the nearby of the castle, 
block to open the door, keep an eye out 
then enter to plunder for Force 
the booty: a Fire Rod, a Gems. You'll 


need to slash 
curtains, move 
blocks and pull 
off risky can- 
nonball moves 
to chase them 
all down. 


bow, Force Gems and a 1 
Blue Bracelet. Put your 
Links on the four but- 
tons to expose a huge 
Force Gem outside. 


START á 


On the back-left 5 s 
«> rampart, hit all 

. | four switches 
atonce to open 
a path with the 
Spin Attack in 
cross formation. 
Drag the nearby 
statue onto the 
nearby button to 
open the jail 
window and 
shed light on a 
prisoner you 
must save 
inside the dun- 
geon to the 
right. 


The déjà vu starts early, when you 
realize that you're locked out of the 
castle and must find the secret 
entrance. Avoid the bomb-throwers 
on the parapets as you run to the 
left side and pull up a massive rock. 


You'll reemerge atop the rampart to 
the right of the locked castle gate. 
Whack the gate switch then lea; 
off the wall, enter the castle ai 
vanquish a mob of soldiers and a 
huge knight in the first courtyard. In 
the second courtyard, pull the right 
lever to open the door. 


5705 


~. Goto the back- 
right rampart to 
find the second 
prisoner. Pull 
the wide switch 
in wide forma- 
tion to collapse 
a wall, then 
| walk through 
| the breach, pick 
ж -— up the bomb and 
z3 blast your way 
to tlie jailed 
creature. Head 
back to the 
upper gate, 
which had heen 
[ оой by 
omb-throwing 
1. soldiers and an 
electric field. 


Enter the stairway to shift to the 
GBA screen. Old-school gamers 
rejoice: Link will be in side-scrolling 
profile—not seen since Zelda ЇЇ! To 
reveal a path upward, have a Link 
stand on a button on each side of 
the gap. You'll need to hurl one Link 
over to reacli the far button. 


The great door inside is locked. To 
find the key, take the right path to 
the GBA-view room on the far-right 
rampart. Grab the bow and fire it 
through the door. Watch the TV: the 
arrow will hit a bridge switch on 
the south rampart. Cross the bridge 
then jump to the yard and use a 
nearby bomb to blast a wall 
crack—and find the key. 


Unlock the great door to enter a yard 
and face a three-part battle. Use your 
Sword to rack up combos (and higher 

ет rewards). First you'll take on a 

ew soldiers. Second you'll go toe-to- 
toe with one ball-and-chain-swinging 
knight. Lunge with a swift strike 
when the ball poos Finally you'll 
face dozens of soldiers; hack away in 
the long and wide formations. 


The prisoners will join to form a 
Great Fairy that will bring destruc- 
tion on the soldiers and the barri- 
er. Slash curtains in the next room 
to find right and left paths that 
lead to four buttons. Push them all 
to open the way onward. 


In multiplayer mode, players must 
Separate to push the four buttons 
simultaneously. 


NINTENDO POWER | VOLUME 181 | 33 


PHANTOM GANON 


When multiple players attack 
Phantom Ganon, he'll send out 
a colored ball of energy. Slash 
at the ball with the like-hued 
Link to change its color; repeat 
color-matched slashes until 
the energy returns to hit 
Phantom Ganon. You'll have an 
easier time playing hot potato 


In the throne room, two statues will 
attack you. Fell each with a few 


blade strikes or one bomb blast. SEEDER with the shade if the Links 
Then go into long formation, push On the highest tower, you'll face the fiend that's seized the castle, but its spread out from each other. 
the throne to the side and slash the not Vaati—it's Phantom Ganon! If you met the shade in The Wind Waker 

curtains to reveal a side-scrolling you'll know how to beat him: volley his energy balls back at him with your 

GBA-based room with cannons that sword until he plummets to earth, then slash him while he’s down. 


can propel you to the highest tower. 


At the end of the Whereabouts of the Wind leg of your quest, you didn't find Улан. But you did rescue 
the first of many maidens, who opens passage to Eastern Hyrule—where you'll cut through The 
Coast, the Village of the Blue Maiden and the Eastern Temple in search of her sister. 


If you pull up 
the potato in 
front of the 
cave then push 
the revealed 
button, a giant 
bomb will drop. 
Run into the 
GBA-hased 
cave to escape 


creature thet tries to steal = - mum its explosion. 
gems from your stash. 


_/ and its grassy patch to 
blast open two caves, 
each with Force Gems. 
Also, pull up the potato 
in the center of the 
starfish gathering to 
uncork a gem fountain. 


*/9 m 


You won't he able to pass the 
neurotic housewife, but you can 


4| 


. Don't rush 


get around Tarta ma Sea via 
| a secret tunnel in the back: Drop a 
Шш bomb at the point marked 2 on the 
Shadow Link map then enter the GBA-based 
sets bombs. tunnels. Blast a hole in the north 
Enter each hole | and east walls to reach two but- 
to find booty, To reach the east beach, leap into the right hole in the tons. Place a Link on each one to 
including three {1 Ig 4.) Octorok field. On your underground journey, slay the Force |) make abridge that leads to the 
big Force Gems. - / Gems that come to life to receive truly valuable ones. exit—and the side yard—appear. 
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The blue Octoroks are incredibly 
difficult to destroy, requiring hits 
too numerous to tally. Leave ‘em 

alone and avoid their projectiles. 


6 
" 


Before you step onto the island, enter the whirlpool to dive onto the GBA 
screen. Swim fast (by pressing A) to reach caves that hold the slingshot 
and a Great Fairy. (Listen for the Great Fairy's signature music coming 
from your TV!) Throw the slingshot into the pool; she'll upgrade it so it 


Assume the box formation then 
step on the island pad to trigger 
an aquatic ambush. Make short 


shoots three Deku Nuts at once. 


Shadow Link will 7 T 
hover above the p 
garden and throw 
down huge bombs. 
Hack plants to 
find holes that you 
can dive into—or 
else you'll be KO'd 
when the count- 
down hits zero. 


Since the garden. ~ Shadow Link reattempts his giant- 


is partitioned, bomb routine in the final cove, 
you'll also need to ріџе to avoid the explosion, but 
enter the GBA- mind the dueling countdowns: the 
based holes to bomb’s (nine seconds) and the 
weave your way dive-limit counter's (five seconds). 
tothe exitonthe ^ Swim underwater to collect all 
right side. the gems, then exit the area. 


The plot thickens when you enter the village, where you'll hear tales of van- 
ishing children and Dark World portals. You'll want an upgraded blade 
ASAP, but you'll have a hard time scoring 2,000 gems unless you dig deep, 
ram trees and cave walls, gash Shadow Link and score in the target range. 


ел 


Visit the firing range 
on the GBA screen 
to get 10 arrows. 
Shoot them out the 
window to pierce 
gems that float on 
the TV screen. 


4. 


Once you've slipped on 
the Pegasus Boots, you 
can dash into certain 
trees and shake loose 
Force Gems—try it on 
the tree in the village 
square. 


СА 


The long, thin building and its. 
yard are home to many Force 
Gems in both the Light World 
and the Dark World. You'll 
need bombs and the Pegasus 
Boots to reach them all. 


After you gain the shovel from the Seeker's 
Guild leader, watch for the tips of Force Gems 
poking out of the ground. Dig at such spots to 
turn up the sword-charging jewels. 


work of the foes with three-nut 
slingshots and use your shield to 
rebuff their spit projectiles. 


MBNHANDLA 


Lm my The beach boss 
has four claws, 
each of a differ- 
ent color. 

> Destroy each 

? one with the 

matching Link. 

The creature 

will spin faster 

every time it 

SCA loses a claw. 


A full party of players can cut through the boss in 
short order. Since the four-clawed baddie spins 
faster with each limb loss, however, send the best 
player against the beast when it's a whirling dervish. 


If you didn't nab 2,000 Force Gems during your 


exit stretch. You'll need the Roc's Feather to 
jump to one gem and the shovel to dig up anoth- 
er. Outrace Tingle to get a third Force Gem. 


| Lh | village run, you may find the difference in the 


N 


You'll find many Force Gems around the four- 
doored building in the Dark World. Take a lamp 
with you to burn any barriers in your way. 
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Speak to the elder, who will 
lament the villages ills. Afterward, 
search the field until you see a 
sparkly spot, then return to the 
man to get a Moon Pearl. 


Many families have had children 
vanish, and they're in line at the 
Seeker's Guild. Enter from the right 
side and speak to the leader. He'll 
ask you to gather insights from 
four Seekers scattered around 
town. Use the Pegasus Boots to 
bash through the line and reach 
one of the Seekers. 


Ünce you've used a pearl to türn 
sparkly spots into Dark World por- 
tals, you won't get to use it again— 
but you сап reuse the two-way por- 
tal: Їп the Dark World, seek the the 
one-way Light World portal to reach 
anew area. 


You'll find another Seeker in the 
four-doored building found in the 
southeast corner of the village. 
Burn the stump that blocks pas- 
sage to the house (use the lamp 
next door then recoup your 
Pegasus Boots). Then enter to 
glean an insight from the Seeker, 
who's been Spying on the mage 
stationed in the house. 


Dome m 


Sweetie gave me this feather 
m P have i Gu help er 
can y Ip @ 
Return to to the Light World then 
have a chat with the girl's beau in 
the field in the north part of the 
village. He'll take the letter from 
you and give you the Roc's 
Feather. Make a quick run to the 
glen in the southwest part of the 
village and get the Moon Pearl 
from a mage— you'll need it to 
open the last Dark World portal. 


Getting all players across the gap 
in the thin building is tricky in a 
multiplayer game. Only one player 
can hold the Вос Feather, so the 
gifted one must pick up each non- 
feathered player and hop him 
across the gap separately. 


A woman bars passage to her shop; 
shove her out of the way then get 
the Moon Pearl inside: Use it to 
open the Moon Gate to the south, 
then leap in for Dark World action 
on the GBA screen. 


Dash down to the southwest cor- 
ner of town to find a third Seeker, 
who has been standing within 
earshot of a mage in a glen to the 
immediate south. Speak with him 
to gain a third insight into the 
mystery at hand. 


Dig in front of the house in the southeast 
area of the village to find a tunnel. Get a 
lamp then follow the tunnel to the nearby 
park. Head south to the glen and put a Link 
on each of the buttons to reveal a Moon 
Pearl, Use it to turn the sparkly spot in the 
ime into a Dark World portal. Enter it, then 
urn the stumps that block passage to the 
red-roofed house's side door. The broken- 
hearted girl inside will give you a letter. 


Speak to the man who runs the 
maze race to take the challenge. 
Race to the kid at the finish line in 
20 seconds to get the Pegasus 
Boots in his house. (If you fail, 
return to the Dark World and come 
back to the Light World later.) 


| see... Well Аун, listen 


$ 

i 

i 

to the information I've 
gathered. 


E | 


agshovel! 


in geht seul tot 


You'll find a fourth Seeker near the 
oint marked E on page 35. Chat 
im up to collect the fourth piece 

of info, then return to the Seeker's 

Guild and speak to the leader. He'll 

help you assemble the four tidbits 

into а major revelation, then tell 
you the whereabouts of a secret 
tunnel and give you the shovel. 


[pass [8055] SHADOW LINK 


Walk to the north- 

ern spot at point E 

with the pearl in - f In the first 
hand to open the B Mo boss battle to 
final Dark Word DIR Е * ù span both the 
portal. Веїоге you [шу TV and the 
pie we pv the iij. ! GBA screens, 
thin building then A you'll pursue 
leap over the gap mosse ES ( Shadow Link 
(with the Roc's from the Light 
Feather). Use your World to the 
team to push the { Dark World and 
Bros ү ми Ў back again as 
the mage. She’! Е he hurls bombs. 
give you a book; 555000 — Strike him with 
take it to the magi- your crew until 
cian in the Dark he changes to 
World (at callout 9). | acolor, then 
She'll return home | continue the 

to the Light World. assault with 


Visit it to find a way | 
to the final stretch. - 
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the Link of the 
matching hue. 
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Don't press the 
center buttons, 
or you'll fall vic- 
tim to the first of 


You'll find a second imprisoned maiden in the depths of Eastern Temple. The 
dungeon works its way onto both the TV and the GBA screens in an utterly 


original way (yet fans of A Link to the Past may find it strangely familiar). en e the 
cross formation 
4 A to stand on the 
floor indentations 
Before you head through the to reveal the key. 
north door to the boss battle, use : 
ш Big Key i unlock the giant í 
chest—you'll get an exceptional 
Force Gem that gives your sword Уу eR | 
1,000 points! shot then posi- 
/ When you activate the tion Links on the 
; 12 А. \\ four switches in the western floor 
In the multiplayer game, the dun- ч Dark World (see tip 7), indentations to 
geon is significantly different. gems will appear in the unlock the west 
You'll find the Big Key behind a Light World version of door. Go through 
cracked wall in the flying-tile the room. Race back it and shoot at 
room (see tip 11). Bomb your way through the nearby por- the switches to 
toit. tal before they vanish. --- | open the path. 
When you first 
face the movable 
block in the 
intersection, 
є рак it left and 
LUN ead up to the 


| enemy-crammed 
room. Defeat tlie 
wizard and 
skeletons to gain 
the Moon Pearl. 


Return to the 
intersection with 
|. the pearl. Drop it 
then move the 
block south and 
head to the west 
room. Leap down 
the floor holes 


9 Toreach callout 9—the start of 


[ 
ы the GBA-based underground 


К таге —ргеѕѕ the four buttons іп i 
Aa Ptas at (a the hall two rooms to the east. las you sidestep 
es near the ball- Run south to avoid the released the үш Г теп- 
trapped hallway boulder. You'll fall through a О, to fall onto 
to reveal the trapdoor. Move a block in the PBA hosti 
Blue Bracelet. 1 northwest corner of the pit to kv n: 


reveal the path to the maze 


entrance. much treasure 


Pad enmen beat 
M panty, I. 
Use the lamp to light the four ж MEME 
Lh torches—two giant green Force ‘i 
Gems will appear. 


Return to the intersection, push the 
block east and go to the south door. 
Open it with the key, Pick up the 
ооп Pearl that you dropped earli- 
er then carry it south. Use the pearl 
. to open a Dark World portal that 
| you can enter to avoid running 
against the tide of hallway balls— 
and to reach the bow to the east. 


You can't use a portal to avoid the balls 
on the return trip, so wait for a break in 
the flow then run. Return to the hub and 
slash vines north of the west door to 
open a secret GBA-based room. Fire 
arrows in long formation through the 
rooms breach, then watch them sail 
across the hub on the TV and strike four 
switches, revealing a bridge. 


When a player enters the Dark World, he can see himself clearly on the- The design of the hub and the secret room is different in multiplayer mode. 
GBA screen while watching himself as a shadow in the TV-based Light The bridge switches are on the west side, and you can shoot them from the 


World. He can also levitate his Light World friends by picking them up. east side of the hub room if you remove a barrier. Players without bows must 
with his shadow form. Only one player can enter the Dark World portal, ^ remain standing on switches in the GBA-based secret room to make the bar- 
so he must levitate his friends over the balls that plague the hallway. rier vanish; the remaining Links must go to the hub and shoot. 
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After they've all fallen, you'll gain 
their Moon Use Use it to turn the 
rooms sparkly spot into à portal. 
Enter the Dark World and pull the 
four switches to reveal the bomb in 
the Light World. 


Go to the eastern part of the temple 
and head north from the two-tiered 
room to reach a hall full of wizards. 
Sidestep the fireball-hurlers and 
slash their sides to defeat them all. 


You might look at the Eastern Temple map on page 37 and wonder 
where the heck the underground maze is. It's big, puzzling and devious- 
ly designed, and it's all explored via the GBA screen. Enter via the point 


marked 9, then work counterclockwise through the maze—bombing 
weak walls, hacking through vines and moving floor blocks—to reach 
the final prize, the lamp. 


To reach the final wizard's room, 
exploit the bomb-stuffed hall to 
break open the secret room on its 
right side and claim the Big Key. 
Proceed north to the wizard's 
room, clear the rat infestation 


Floor tiles and major chunks of 
the room will fly up and hurtle at 
youin the room just beyond the 
main hub. Stick close to the 
perimeter, or assume a cross for- 
mation and spin continuously to 


bash the debris to pieces (you'll quickly then beat the wizard 
get better bonus gems). before he siphons all of your 
gems. 


The tile room is vastly different in 
a multiplayer game. There are 
fewer flying hazards to deal with, 
plus there are many Force Gems 
to collect. Gather the gems on the 
right and left then the center. 
You'll fall to a multiplayer-only. 
room. In it, push the large 

block aside to open a path 

out of the pit that leads toward 
the tile rooms exit. One other 
major difference: you'll find the 
Big Key in the tile room, not in tlie 
bomb room to the north. 
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Return to the two-tiered room and 
head east to the room with the ball 
crosstire. Blast open cracked walls 
to find secret rooms filled with < 


Enter the tunnel and bomh through 
all obstacles until you reach the 
key. You won't be able to return the 
way you came, so blast through the 
upward path and carry the key back 
to the two-tiered room then unlock 


treasure, and a tunnel downward. 


the south door. 


VING BEHIND 


То return to the two-tiered room, push 
_ the block at the end of the line on the 
GBA to unlock the maze exit at point 10. 
Return to the north room (where the 
fireball wizards were) and use the 
(Чатр to light the two braziers—it opens 
‘the path back to the temple hub. (If you 
| light all braziers in the two-tiered room, 
possible only.if you use the brazier- 
opened doors, you'll score huge gems.) 


ui ng ingsduay L s m 4 


You may have faced Arrghus in A 
Link to the Past, but you've never 
faced the mountainous monstros- 
ity of Stone Arrghus, a boss with 
acentral eye surrounded by 
whirling mini-eyes. Dive into a 
hole to get the boomerang... 


... then climb back to the boss, 
go into long formation and fire 
boomerangs at its mini-eyes to 
pull them off. Destroy all mini- 
eyes, then slash at the main eye 
until Stone Arrghus falls at last. 


Stone Arrghus demands true squad-based teamwork in a multiplayer 
session. Its mini-eyes are different colors, and only the Link whose 
color matches a mini-eye can pull it off with his boomerang. 
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Hyrulean Adventure is an epic single-player achievement and a major multiplayer coup, and Four 
Swords Adventures goes the extra multiplayer mile with Shadow Battle. It's juvenile perfection. Want to 
clash, slash and talk trash? You and your foes will each need a GBA to play. 


| Shadow Battle offers five initial battlefields with a 
Shared challenge: to be the last hero standing. Since 
the action flows seamlessly between the TV and the 

» GBA, hide in a GBA area (like a cave), wait for a foe to 
_| run by outside (on the TV), and blast him from afar! 


You can always violate a foe's personal space by pick- 
ing him up, but he'll feel even more insulted when you 
do it from the Dark World. Other players won't be able 
|. to.come to your victim's rescue unless they pursue you 
via a portal. 


2 ©) | Around of Shadow Battle doesn't end until there's 
Ё Gv. 1 only one Link standing. If you lose all health, you'll fall 
: “G's tothe ground, but if the battle's not over you can claw 
| across the field and wreak havoc on the remaining 
Si -players by tripping booby-trap buttons. 
uS 


The tower is all about setting off fire explosions. The four pots 
Run into the north hunker and stand on the button around the 
to make flames lap at the center square's corners. center geyser 
hide buttons: 
ae a Link n a 
live i utton to make 
ня prod a = the geyser spew 
the field to fall idi Vo $ meya direc- 
into a GBA pit p m ions farthest 
that holds four Ж, * from you (the 
buttons, each 9 northeast button 
of which makes "SM M ИЕ sout M 
a portion of the ^ Wes р 
arena vanish— gushers). 
hopefully send- 
ing TV players Duck into the south bunker and hit the switch to 
to lava doom. summon a storm of bombs. Since the field's border 


is made of bombs, the results can be disastrous. 


There's nowhere to hide in the Tower of Winds, because both its Light 
World and Dark World have a massive booby-trap. In both worlds, how- 
ever, you can walk off ledges to execute a downward blade strike: 


When you use the gates in the 
Light World, you'll reappear on 
your GBA in the Dark World, 
where you can trip four switch- 
es to release a giant bomb in 
the Light World. Prevent your 
foes from escaping to their 
GBAs hy picking them up from 
the Dark World— they'll suffer 
extreme damage. 


You can retaliate against players hiding in the Dark World by trig- 
gering one of two switches on the Light World tower's floor— 
normal-sized bombs will scatter around the Dark World. 


When fighting in The Field, run to the back of the 
GBA-based cave and whack the button to drop a 
flurry of monsters onto the TV screen. 
Pull the rug out 


Г = from under your 
t E foes by press- 
ing the button 
hidden under 
Revenge is a the bush beside 
dish hest the house. It'll 
served with opena trapdoor 
bees, so use in the middle of 
the Pegasus the front lawn. 
Boots from the 
cave to dash a 
ү adh Weapons will ap ear on the blue tile. Hit the 
Tor cover. switch in the GBA-based house when a player 


goes for one—lit bombs will drop around him. 


“A Shadow Battle at Hyrule Castle 
pares down the challenge to hack- 
and-slash brutality. On the battle- 

_ field, guards assault all players. 

. |. Now and then a Dark World portal 
will open. If you enter you can go 
(to the GBA realm for 10 seconds. 
There you can tip the battle in your 
favor hy grabbing weapons and 
picking up Light World players to 

_) put them in harm's way. 


You'll make war on a cloud bank 
as two lines of fire rotate slowly 
around the arena. The center is 
safe, but you'll need to run 
across the colored area when it's 
the same color as your tunic. 


If you make it to the center, you'll 
have access to a hole that drops 
into a GBA-based pit. Hit the 
switch inside to reverse the 
sweep of the fire lines—and to 
panic your cloud-dwelling foes! 


Hopefully we haven't left you high and dry with our partial 
walk-through—especially since Death Mountain looms dead 
ahead— but the game is so huge that wed have to devote the 
whole magazine to Hyrulean Adventure alone. Next month 


we'll bring you further coverage of the cutting-edge game! ‘s 
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THESE STORY 


For all the rigid SE from) the shows head to nintendo-com! 


Hs Mintendaprepsits| Past her БАП = е п men, 


[ШИ OS-feresiedl бг 


NEXT ISSUE: " eel Super Mario 64X4 


ы = PULLS In Super Mario 64x4, up to four players can explore the 
Touch Screen Gam epl ay! IEF | kingdom as Mario, Luigi, Yoshi and Wario. You'll see your 
— | ТҮ, Y character in one screen and a map in the other, which 
$ you can touch to turn the camera on other players! 


^ 
»/ Metroid Prime": 


om A e.t 
* 
^S Hunters > : 
= deer f = | PictoChat 


You'll use a stylus to control much of the action in Metroid 

Prime: Hunters, a first-person battle game in which you'll We're already wondering how we ever lived without it. Wireless gaming will bring 
touch the stylus to the screen to aim and fire, rotate the inventive communication like PictoChat to life, and just imagine what it could mean 
camera and transform into a Morph Ball—unbelievable. for games such as Animal Crossing DS! 


Game trademarks and copyrights are property of their respective owners. Nintendo GameCube and 
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Metroid) Prime 2 ЇЇ 


Metroid Prime gave gamers such a sweet ride in 2002 that Nin- 
tendo could have tricked out the sequel with a few decals and fuzzy 
dice and it would probably have sold like crazy. But Nintendo 
knows what gamers want from sequels— perfection plus some— 
and Metroid Prime 2: Echoes will give until it hurts. Samus won't be 
exploring just one world, for instance. After landing on the new 
planet of Aether, she'll find 
that it's taken an apocalyp- 
tic hit from a Phazon | 
meteor thats caused a 
dimensional rift. So she'll 962 Y 
explore the dual worlds of #® 4 
Light Aether, where the ~~~ 
peaceful Luminoth fight Ре шшш 
for their lives, and Dark : 
Aether, from which the 
violent Ing spawn. Though ~ 
the Phazon-hungry Space Pirates are in full force on both realms, 


the new Ing may trump them for sheer vileness, able to decompose S 


into inky shadows that spray through the air to recompose 
elsewhere. Creepy. The two worlds also tie into Samus’s new Light 
Beam and Dark Beam with an innovative dual-ammo system 
that will keep you on your toes. In perhaps the hugest surprise, 
Metroid Prime 2 will include a Metroid first: a multiplayer fragfest 
in which bounty hunters gun for each other, grapple across ceilings 
and go ballistic as Morph Balls. No doubt, Metroid Prime 2 will 
dominate 2004. 


Resident Evil 4 


Sensing that Resident Evil fans were hungry for fresh meat, Capcom 
abandoned the RE4 shown at last year's E' and put RE series creator 
Shinji Mikami back in the directors chair to create a concept that 
would make fans scream so loud they'd wake the dead. Which brings 
us to one radical change: the game's rabid denizens, shown here 
swarming through an Eastern European village, are not zombies, 
claims producer Hiroyuki Kobayashi. They're far smarter and faster, 
which lends to RE45 new skin-of-your-teeth pacing. Another change: 
the new over-the-shoulder perspective pitches gamers headlong into 
one dire situation after the next. We've seen the hero, КЕ25 Leon 5. 
Kennedy, tear through 
а house under attack by 
mad villagers, using 
targeted shots to pop 
kneecaps and blast 
weapons from hands. 
Looks like RE4's blood 
transfusion mixed in a 
lot of turbo juice. 


Tom Clancy's Rainbow Six3/ Madden NFL 2005/ — — NBA Live 2005/Electronic Arts — NASCAR Thunder 2005/ 
Ubisoft Electronic Arts Electronic Arts 
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Star Fox Adventures showed Fox McClouds fans a never-before-seen 
planet-exploring side of the space ace. But some Fox aficionados longed 
for the pure combat action last unleashed in Star Fox 64. The upcoming 
Star Fox game, developed by the combat-shooter masters at Namco, 
sends McCloud back into action in space and ground missions, not only 
shooting from his Arwing but also firing on foot and from the Land- 
master Tank. Still not enough warfare for ya? How about this:up to four 
players bite at each other's throat in four-way split-screen multiplayer 


combat that rages on the ground and in the air simultaneously! 


y 


Donkey Kanga 


Its been several years since Samba de Amigos maracas went 
quiet, so music-lovin' party people can't wait to get their paws on 
Nintendos DK Bongo Controller. In Donkey Konga, the first 
title to tap into the percussive peripheral, you'll use the DK 
Bongo to drum and clap along to tunes like “Whip It,” “All the 
Small Things” and classic Nin- 
tendo themes in four game 
modes: Street Performance (to 
earn dough for unlocking more 
music), Challenge (which pits 
one player against a song bar- 
rage), Vs. (which throws POW 
Blocks into two-player drum 
battles) and Jam Session (for 
two to four players and gut- 
bustingly hilarious). 


Donkey Konga will come with one 
pair of bongos—out-of-the-box 
gameplay for one player. You'll 

be able to buy more bongos 
separately. 


Harry Potter and the Prisoner of 
Azkaban/Electronic Arts 
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. Mega Man X Command 


Ensuring that Donkey Konga won't be a one-hit wonder, 
Nintendos already got a second drum-based game in the 
works. In Donkey Kong Jungle Beat, the DK Bongos will be put 
to wildly different use as the driving force behind an all-new 
jungle adventure. All of the action—running, swinging, 
boxing, cart-riding and much more—will be fueled by the bon- 
gos for a high-impact experience that will be among the most 
original games ever launched on a Nintendo platform. 


The must-hear game will be one of the biggest must-see titles on the 
Nintendo GameCube. Check out these exclusive screen shots to glimpse 
some of the most outrageous graphics on the GCN! 


Boas 37€ 


| 


Di 
de 


ЗЬ 223 


Mega Man Anniversary 
Collection (GCN)/Capcom 


aes 


| 


| 


Mission/Capcom 
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ЇЇ Legend af Leida TG MUS Gap 


Nintendo has kept the The Legend of Zelda: The Minish Cap 
for the Game Boy Advance under very tight wraps. After the 
thrilling resurrection of A Link to the Past on the GBA, Zelda 
fans have been demanding more handheld Hyrule, and The 
Minish Cap will deliver like never before. In his visionary new 
adventure, Link dons a magical cap that lets him shrink to 
wee size and enter a fantastic realm—the supersmall world 
underfoot. There he'll help the Minish people rid their 
homeland of overwhelming problems like Chu Chus, which 
might be small 'taters in Hyrule but are boss-sized to Minish 
citizens. And in a stunning twist on the Legend of Zelda 
tradition, Link will draw on Kinstone relics to unlock Hyrule's 
many new secrets—but only after he finds and rejoins a 
relics shards to trigger its specific effect, like an explosion 
that reveals a cave or the sudden growth of a skyscraping 
beanstalk that lets Link climb into the clouds. The trick 
will be to find matching shards that comprise a Kinstone. 
Fortunately, The Minish Cap will use the Game Boy Advance 
Wireless Adapter (see below) to make trading a breeze with 
other wireless Hyrulean heroes who may have shards that you 


don't. Zelda games always surprise us when we least expect 
it—the NP Krew doffs its cap to the ever-evolving series. 


йс |] m 
Manio Pila 
(ШЕ | OU 

Way more than a typical pinball title with a Mario makeover, 
Mario Pinball is a Bowser-busting GBA adventure in which the 
hero bounds through the Mushroom Kingdom. With flippers to 
guide him, you'll send Mario through a 3-D isometric world of 
single-screen fields (no midbounce screen shifts!) as you search 


for Star Keys, defeat foes, topple huge bosses and buy helpful 
items like the Thunderbolt. It’s a great surprise for E". 


The most popular RPG series in the universe started with a big 


bang. Experience its origins in an updated GBA release of the 

original two games on a single Game Pak with new stories, extra 

dungeons and enhanced RPG systems. FF I, for example, is aug- 

mented with the Soul of Chaos, four ever-changing dungeons | 

with bosses from later in the series—like the Ghost Train. And in 1 | Ws Ben, Og 
FF II, the Soul of Rebirth extra will unfurl an all-new story. We 421/4 
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SPOTLIGHT on АС] | V ISION. 


ACTIVISION, NOW IN ITS 25™ YEAR, HAS PUBLISHED HITS FOR EVERY 


NINTENDO SYSTEM. NP LOOKS AT 


Since ihe Еу ih И [ДЫ 1288 КЕЕ iip enter 
i players with some of the best games around—from Kaboom! 
| and Pitfallin the early ‘80s to MechWarrior 2, True Crime and 
| the Tony Hawk's Pro Skater series in the ‘90s and the new cen- 


The Tony Hawk's Pro Skater games have With their frene 
| defined the extreme sports genre. The latest 
| entry, Tony Hawk's Underground, has taken the 


series to a new level. 


A WORD FROM THE PRESIDENT 


N64 in 1999 and 2000. 


take on pure vehicular 
destruction, the Vigilante 8 games tore up the 


THE PAST, PRESENT AND FUTURE. 


tury. Recent deals with Disney, Marveland DreamWorks guar- 
antee that the company will continue to produce popular 
games for years to come. This months poster features the first 
two Activison-DreamWorks collaborations. 


One of the most pleasant surprises of 2002, 
Minority Report proved that film adaptations 
can work as great stand-alone adventures. 


On the occasion of Activision's 25th anniversary, we asked the president of Activision Publishing, 
Kathy Vrabeck, where the company's been and where it's going. Heres what she had to say: 


NP: How has the video game business changed in the 25 years that Activision 
has been operating? 


The video game industry has changed dramatically over the past 25 years, 
from the time when Activision was the only third-party publisher and the 
Atari [2600] was the only platform. Video games have evolved from being 
aniche market to becoming a popular mass-market form of entertain- 
ment. By the end of 2004, industry analysts are expecting the installed 
base of consoles to reach more than 100 million in the U.S. and Europe, an 
unprecedented number. As a result, there are more games being released 
on a monthly basis than ever before. The technological advancements 
with each evolution of the hardware systems have enabled us to deliver 
games with production values that more closely resemble film- and 
television- and CD-audio-quality music, voice-overs and sound effects. 
We expect that the next generation of hardware will offer greater levels 
of processing power to deliver even more realistic graphics and sound. 


KV: 


NP: How do you balance the business side of game publishing with the 


creative side? 


At Activision, we have closely integrated the development and publishing 
sides of our business. Our global brand-management team partners with 
their studio counterparts on every title from the outset of each project. 
Throughout the entire game-development process, they work collabora- 
tively to ensure that the games we are making meet consumers’ 
expectations. 


KV: 


NP: The Tony Hawk's Pro Skater series is one of the industry's most popular, 


groundbreaking series. What's the key to its success? 
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KV: Neversoft is a very talented and highly creative developer that has 
consistently been able to innovate the franchise. They understand the 
Tony Hawk consumer and what that consumer's looking for. Year after 
year, they have been able to deliver new experiences that match the 
consumer's expectations. 


NP: How do you sustain popularity in a franchise that is updated nearly every 


year, like Tony Hawk's Pro Skater? 


At their core, the Tony Hawk titles have just been great games. Again, 
this speaks to the strength of Neversoft, who clearly understands how 
to continually innovate the genre and take the game into new and exciting 
directions that consumers are looking for. Additionally, we feel that 
we've been able to take the marketing of these games to a new level 
each year. 


KV: 


NP: What is Activision's process for deciding what 
types of games and features gamers will like? 


KV: Our philosophy is to partner with consumers on 
every title to better understand what they like 
and dislike. Since most games have a two-year 
development cycle, we are continually obtain- 
ing consumer feedback throughout the entire 
development process. This includes everything 
from concept testing to extensive play testing 
to better understand consumer's needs. 
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| SPIDER-MAN 2 


the scope of the нь movie an with exclusive locations, 5 


and classic villains rie as the: magnificent Mysterio) not seen in the film. spe 


deeds. ntes has collaborated with Activision on a variety of st us 
Kelly еш Pro Surfer and the game шопо of Minority Report. —— 
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istered tradémark of DreamWorks LC. 
"Shrek 2"& ©2004 DreamWorks L.L.C. 


| ed and distributed by Activision Publishing, inc. 
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Violence 
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THEMES -- — THE MOVIES T TUTTI 


Peter Molyneuxs Lionhead Studios, the group that developed the pec PC E 
Black & White, is taking on Tinseltown in the highly anticipated Hollywood sim, The Movies. 
Spanning the years 1900 through 2010, the game tests your ability to develop and manage a 
studio, build a talented pool of actors and crewmembers, and make and market films. You can 
take charge of every detail, down to the size of your star's trailer and the location of the craft 
services table, or hire assistants to sweat out the details while you focus on the big picturewAs 
the years pass, you can research technology and be the first to make movies with sound and 
color, then forge into the future. Success will bring you fame, fortune and gold statuettes. 


Title: Agent AK57 


Director: Roberto Clam 


6th Feb 1973 
$6,322.00: 


Stealth 


Violence хш 


BE s en il t 


Relive World War 115 most intense battles in the combat boots of 
Russian, British and U.S. forces in the first GCN installment of the 
recently established PC series, Call of Duty. Developed by Spark 
Unlimited (whose team members are veterans of several titles in the 
Medal of Honor series), the game covers three Ally-led campaigns set 
in North Africa and the Eastern Front. The first-person-perspective _ 
squad-based combat sim challenges players to lead a unit through 
heavy fighting in enemy territory on foot and in vehicles. Finest ` 
Hour' thoroughly researched 
details and cinematic special 
effects create а heightened 
sense of realism that engages 
the player and gives a feeling 
for the chaos of war. 


A QUARTER OF A CENTURY AND STILL GOING STRONG — A) 


Activision has sent players on countless missions through bat- 
tlefields, tubular waves, alien worlds and championship skate 
parks, and they show no signs of slowing down. The coming 
months look to be some of the company's most active yet, pro- 


ducinga wide variety of sure hits. Whether you thrive on action 
or prefer strategy or comic platformers, you'll find tons of titles 
in Activision's lineup that will make you want to keep playing 
for the next 25 years. &' 
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WIN YOUR VERY 


Custom Robo battling has quickly become a dit and highly competitive 
pastime. Bounty Hunters such as the Steel Hearts are scouring the world for 
the very best Custom Robo designs. Rumor has it that the infamous 7 
Syndicate is on a similar mission. Here's your chance to prove your elite Robo 
Commander skills! Does your Custom Robo have what it takes to beat 

the competition? Submit your best Custom Robo design to see how / 
you size up to other robo commanders. We'll pit the winners 

against each other in the final Robo Rumble battle in Volume 185. „ 


HOW TO ENTER 


To enter the Robo Rumble contest, send in 
the following: 


© One complete Custom Robo design accompanied by a photo that shows the five parts you've 
chosen (body, bombs, gun, legs and pod). The authorities have agreed to allow Custom Robo 
designs to have one illegal part; robos with more than one illegal part will be confiscated 
and disqualified! Please provide a list of your robo's parts if you can't send a photo. 


sin] 
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C A written description of and battle strategy for your Custom Robo (150 words or less). 
Explain why you chose the parts you did and how they fit into your battle strategy. 
(Creative, in-character entries—for instance, as a robo com- 
mander—are preferred but not required.) 


Add a little punch to your entry by including the O 

following fun details (not required to enter the contest): E! 
© Your own Custom Robo taunt (one sentence) to rile up the а 2 

competition. a 


[^ 


© A statement of allegiance with either the Steel Hearts or the Z 
Syndicate. 


You must submit your Robo Rumble entries (by mail only) no later 
than August 16, 2004. Check out upcoming issues for robo-battle 
tips and contest updates. We'll reveal the outcome of the Robo 


& 
Rumble in Volume 185, so send in your entries now! 
Submit them to: 
Nintendo Power Z 
Custom Robo Contest } 
— 
-— 
и 


P.0. Box 97063 
Redmond, WA 98073-9763 


52 | ROBO RUMBLE CONTEST 


OFFICIAL 
CONTEST 
RULES: 


NO PURCHASE NECESSARY. PUR- 
CHASE WILL NOT IMPROVE ODDS OF 
WINNING. Only legal U.S. or Canadian 


3 1 residents ages 13 and over (excluding 

¢ Puerto Rico and Quebec) who are not 
Satie E employees of Nintendo of America Inc. 
, y IS d les (or their imme- 


I. families) are eligible to enter. 


s Ed where prohibited. Contest period 
° 4 \ f 15 5/20/2004 to 8/16/2004. To enter, print 
^ i © your name, address, telephone num- 


an 8 1/2" x 11” piece of 


The grand-prize winner will receive a one-of-a-kind Custom > E i pans hio pu icio m EE 
Robo model. The Custom Robo development team will work with — < wv. ur Custom Roto pars choson and 
a model company to create a lifelike version of the winner’s ( & ` КЛ 
Custom Воһо. a | EDT 


P P.0. BOX 97063 
' REDMOND, WA 98073-97 


‘ З i d to one per person. To be 

A igi n a prize, entries must be 

j ? i › received by NOA by 8/16/2004 ("Entry 

i i Deadline”). NOA is not responsible for: 

[хе S ` (a) late, lost, illegible, or misdirected 


: mail; (b) disruptions or damages due to 
: events beyond NOAS control; ог (c) 

. printing or typographical errors. On ог 

S about 8/20/2004, winners will be deter- 

mined based on: (a) 40% Robo design 


and (b) 60% written description of 


The second-prize winner will score a framed Custom Robo Contact qualifiers o wie a пен 200 
poster signed by the comic artists at Dreamwave Productions. : : 1 Dr qe m 
The poster will feature art from the exclusive Custom Robo j Se аю забоние wi be Tor 
comic that will appear in Nintendo Power this fall. 1 LI E 


É tional use of their names, likenesses 
and other personal information with 
out further compensation. Odds of wi 


ning depend on total number of eligi- 
ble entries received. Many will enter, 

. a total of 16 . No transfer or 

1 4 Wi n n е rs substitution of prizes permitted, except 


that NOA may substitute a prize of 
equal or greater value for any prize. For 


Third-prize winners will each win a Custom Robo T-shirt. The S28 a ist a winners, send your 

. n " $ request to the address above. VT resi- 

T slick duds, which were designed exclusively for the Robo dents may omit return postage. Grand 
CUSTOMROGO Prize: One (1) Grand Prize winner will 


Я H receive a model of his/her Custom 
Rumble contest, sport a bright, embroidered Custom Robo logo. 9090 
of Grand prize package is $5,000.00. 
Second Prize: One (1) Second Prize 
winner will receive an autographed 
Custom Robo poster; AR! aoo. h 
Third Prizes: Fourteen (14) Third Prize 
winners will each receive a Custom. 
Robo T-shirt, ARV: $20.00 each. Prizes 
awarded may be different than prod- 
ucts shown. TAXES ARE WINNERS’ 
SOLE RESPONSIBILITY. Canadian 
duties and brokerage fee/taxes may 
apply. Prizes won by minors will be 
awarded to a parent/legal guardian on 
their behalf. All prizes are awarded 
“AS IS" and WITHOUT WARRANTY OF 
ANY KIND. Winners (and if winner is а 
minor his or her parent/legal guardian) 
may be required to execute an affidavi 
of eligibility and release of liability as 
a condition of award. Affidavits not 
returned within 20 days after notifi 
tion will result in prize forfeiture. By 
entering, you (and, if you are a. г, 
your parents or legal guardians) 
release NOA, its parent, and their affil- 
ctors, officers and employ. 
ees (collec ly, "Released Parties") 
from any liability for any claims, costs, 
injuries, losses or damages incurred in 
connection with the Contest or any 
D icluding those related to per- 


> ity) 
MINOR, YOUR PARENTS OR LEGAL 
GUARDIANS AGREE TO INDEMNIFY 
EACH OF THE RELEASED PARTIES 


FROM ANY SUCH CLAIMS, COSTS, 


Check out customrobo-com each month during the contest for even more OS Lis Ses OR DAMES SUE 
information. You'll find a full list of the robo parts we've high- bound by these Rules and NOAS deci- 
lighted in the month's contest strategy tips: and movies that demon- re ен атаа 


^ 1 the Contest at time if 
strate the part types in battle. beyond NOAs control affet the adminis- 


tration of the Contest or NOA otherwise 

becomes (in its sole discretion) incapable of 

running the Contest as planned. Any provision of 

these Rules deemed unenforceable will be enforced 

to the extent permissil inder of these Rules will remain in effect. The Contest and all 
accompanying materials are Copyright © 2004 by Nintendo of America. 


Comic Mischief 
Mild Fantasy Violence 
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SEGA's LEGENDARY FiGHTERS BRING THEIR FisTICUFFS 
TO AN ALL-NEW AcTION-RPG For NINTENDO GAMEC 
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© SEGA © SEGA-AM2/SEGA, 2003. All rights reserved. 
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THE EVOLUTION 
OF A GENRE 


Segas "Virtua" moniker has long 
been synonymous with taking estab- 
lished genres in bold new directions. 
Virtua Racing was one of the first 
games (car-based or otherwise) to 
feature fully polygonal graphics. Vir- 
tua Cop revived light-gun shooters 
with its dynamic camera angles. And, 
of course, the Virtua Fighter series 
brought unparalleled depth and free- 
dom of movement to one-on-one 
fighting games. Later this year, Sega's 
storied AM2 studio will attempt to 
give action-RPGs a similar kick in the 
pants with Virtua Quest. 

Part story-driven adventure, part 
3-D beat-em'-up, Virtua Quest stars a 
young treasure hunter named Sei 
(pronounced “Say”) who discovers 
that he has the power to unlock 
Virtua Souls—data clusters that 
contain information on the martial- 
arts abilities of the Virtua Fighters. 
Sei's gift catches the attention of the 
Judgment 6, a mysterious syndicate 
composed of political and industrial 
elites. The group is bent on gaining 
control of the vast virtual world that 
people rely upon for many of their 
daily needs, and the Virtua Souls 
would give them the power to do so. ( 

To help him fight the good fight, Sei 8 206 є 
will learn more than 45 special moves addition to ensnaring enemies, Sei can use the 
from the Virtua Souls a he collects. ergy Wire to swing from hooks such as this one. 
Though each of the maneuvers will 
look familiar to Virtua Fighter fans 
(see the comparison to the right) VIRTUA FIGHTER VIRTUA 
they're much easier to pull off. It's a VETT "T 
good thing, too, since more often than ^ 1 g гаг" 
not you'll be facing multiple oppo- о! = 80.4] 
nents at once—something Akira and 
company never had to worry about. 
As your experience level increases, the 
moves that you've learned will 
become stronger and more effective. 
Sei is also equipped with an Energy 
Wire that enables him to grab onto 
enemies and chain together devastat- 
ing combos. 


START EUTTON 


In the screenshot on the left, Wolf demonstrates his Giant Swing in ца Saturn version of Virt 
Fighter. (Remember when those were cutting-edge graphics?) The s the right illustrates Sei 
ing the same move to damage not only the enemy in his grasp, but t y behind him as well. 
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Before $еї сап master a new move, he must train 5 
with one of the game's legendary fighters. 
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DEVELOPER Q&A 


Sega's AM2 studio is responsible for some of the company's 
most successful games (including Daytona USA, Space Harrier 
and most of the Virtua titles). We recently had the opportunity 
toask producer Makoto Osaki a few questions about the team's 
latest project. 


Nintendo Power: Can you describe the structure of the game for us? 
Makoto Osaki: This is a story that rolls out in Nexus, a virtual-reality 
world, which exists on a server. The key is the data of Virtua Fighters’ 
souls, called Virtua Souls. This data has become legend, and it is said that 
auser will be able to break robust security within the server if they obtain 
it. Focusing on obtaining these Virtua Souls, Sei (the game's hero) gets 
involved with the evil organization Judgment Six. 


NP: How did the idea for the game originate? 

MO: To begin with, the first talk was "how should we expand the Virtua 
Fighter franchise?" The series has become hard for new users to enter, as 
its game system is now very sophisticated. Therefore, we made a deci- 
sion that it would be appropriate to develop a game of the action-adven- 
ture type for players new to the Virtua Fighter franchise. 


NP: We've already seen Akira make an appearance. Which other Virtua 
Fighter characters can we expect to see in the game? 

МО: Many characters such as Jacky, Sarah, Pai, Kage, Wolf and so on 

will appear. About to what extent they will appear, please look forward to 
the further news in the future. 


NP: Does the game take place in the same universe as Virtua Fighter, and if 
not, how do the VF characters fit into the game's world? 

MO: The story will be held in the future of the Virtua Fighter world. 
Virtua Fighters will initiate Sei as a master warrior by training him in the 
VF techniques. 


NP: Tell us a bit about how the battle system works. 

MO: In Virtua Quest battles, you have an easier control scheme than in VF. 
With a single press of a button, you can perform both normal attacks and 
the VF special techniques. Input of complicated commands is not required. 
Also, with Sei's Energy Wire (а device used to latch onto airborne plat- 
forms/enemies), you can pull out a whole set of interesting combos. 


NP: The Virtua Fighter series is renowned for its depth and complexity. 
How have you translated those fighting moves into an action-RPG? 

MO: The fighting in Virtua Fighter is locked to a 2-D plane, even though the 
game is presented in 3-D. With this title, we wanted to give players the 
refreshing feeling of performing techniques easily while roaming expan- 
sive 3-D environments. Players will experience a true sense of accom- 
plishment when they perform a difficult combo by combining every single 
technique, then seeing that it can be pulled off over and over again with 
relative ease. 


NP: What role does the Judgment 6 play and who comprises the group? 
МО: Judgment 6 is a conglomerate organization that consists of the six 
megacorporations of the world. It has immense influence, from weapon 
development to international politics. Its aim is to control and ultimately 
to rule the world from behind the scenes. The organization has six execu- 
tives, called by code names taken from tarot cards. 


NP: What are some of the Energy Wire's uses? 
МО: You can use the wire just by flipping the C Stick. During battles, if you 
flip the stick forward against a floating (airborne) enemy, you will approach 


it, and if you flip the stick back, you can draw the enemy closer to you. 
When you find hooks dotted about the stages' landscapes, if you flip the C 
Stick either forward or back, you can hang on them like a pendulum. 


NP: How do the data chips work? 

MO: They play the same role as money does in other games; you can trade 
the data chips you collected at shops in order to get enhancement tools. 
Enhancement tools allow for a variety of new skills, like increasing your 
physical strength or your offensive power. 


NP: How much focus is being put on narrative and character development? 
Do they play a big part in the game or is there a greater focus on action? 
MO: As opposed to VF, the story and characters in Virtua Quest are very 
important. 


NP: Describe the benefits and challenges you faced while developing this 
game, compared with other Sega titles, for the Nintendo GameCube. 

МО: What a developer feels during development is always vague and I 
often forget it after the development finishes, but | thank you for giving me 
а chance to put it down in writing before І forget. 

Well... about what І acquired. . . . 

Though I was involved with this genre for the first time in my career (with 
the development of Virtua Quest), | could very much recognize right off the 
bat the importance of the stage designs and the logic designs of the cam- 
era. Also, | had to think seriously about how we would assign functions to 
the GCN Controller, which has a very large A Button and a tiny B Button. 
Even if the character animation itself is excellent, if the control setup was 
bad, it'd ruin the game. The [button] assignment (especially the default 
one) should feel intuitive the moment the player touches the Controller. | 
am confident that we have ; pe this. It was also difficult to 
arrange for 3-D spaces that wouldn't give stress to the player. You see, we 
wanted to make sure that the game had a pleasant feel. 


NP: What are some of the team's sources of creative inspiration as they 
work on the game? 

MO: Well... games used to һе exciting. They had novelty. They had a 
“futuristic” feeling. But now, the Internet is hot, and it is recognized as a 
dominant form of amusement. One example of “amusement” in using the 
Internet is that you enter your comment on some BBS and watch how peo- 
ple react. There is a possibility that reactions may come from people on 
the other side of the world. 


The point is that communication is fun, and | thought if | could entwine 
it with games, that'd be exciting. So ...1 would say that the Internet itself 
has been a core inspiration, and that is why this title is set in a virtual 
world. 


NP: What other developers does the team most admire or respect? 

MO: Fortunately, | had an opportunity to talk with the staff of R & D No. 1 
from the Nintendo headquarters about the nature of gameplay. І was much 
impressed that they had a very straightforward attitude concerning quality. 


NP: What are some of the team's current favorite games? 

MO: Do you mean the whole team? As there are various people in a game 
company, it is hard to determine an integrated taste. | myself like foreign 
games. Particularly, | love military FPS games. 


NP: Thank you so much for your time. Any parting words for our readers? 
MO: This title is a totally new form of action-RPG different from the style 
of VF. Look forward to this game. ... We prepared an epic story, as well as 
the core action gameplay that AM2 specializes in. 
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There's still much we don't know about Virtua 
Quest, but we're about its action- 
bent— especially co ing the developers' 
gree (Mr. Osaki wo: Virtua Fighter 2). 
game lives up to its could be in store 
action-RPG unlike er. We'll update у 
its progress over th g months. $' 
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Beginning with a huge explosion and ending with a knuckle-biting 
finale, Tom Clancy's Splinter Cell set a new standard for stealth-based 
action games. The protagonist, Sam Fisher, carries on the tradition of 
operatives such as Solid Snake while adding his own brand of 
gruff charm. An antihero with little patience for the rule book, 
Fisher does whatever it takes to preserve the peace and save the 
country. In the original Splinter Cell, he stopped a corrupt Russ- 


his true plan 
ng smallpox 
need to travel 
ine many times 


"РагКпеѕѕ 15 Ѕат5 Ьез Т н and the two of 
them have a long, healthy rela бө 9 
shadows, patrolling guards сап ууа! 
him and not suspect a thing. Staying 
gloom was a huge aspect of the first Splint 
Cell, and Pandora Tomorrow has refined the 
system even further. Much of the game's 
action take place in the outdoors, so you'll 

need to consider the landscape. If you scurry 
through a patch of tall swamp grass, you're 
likely to set the fronds waving and attract 
$ attention. You could also make a flock of 
birds take wing, which might catch the eye 

ofa sentry in a guard tower. 


If espionage excellence is what you demand, Splinter Cell 
Pandora Tomorrow is sure to please. Fisher is a Splinter Cell —an 
operative who specializes in entering situations in which over- 
whelming force is useless. And as a Splinter Cell, Fisher works 
alone. His missions are based around stealth, not aggression. If 
you run into a situation with guns blazing, you'll be cut down 
faster than a stray shaft of wheat. Whether you're infiltrating an 
enemy training camp or diffusing a hostage situation in a foreign 
embassy, you'll be facing long odds against overwhelming forces. 
How do you even those odds? It all starts in the dark. 


Speaking of the guards, they havea few tricks of their own. The AI has been i 
5 some of the srr ever put оп а disc. Guards will 
each other, move in groups and sweep an area if they feel something is 
equipped with night-vision goggles, which can render your shadow hiding 


ina heartbeat. р hts, mines, trip wii guard dogs and more will all 


failure. And then there's the 


let you trip up to thr 
on bullet-proof vests; the second due will cause к to don helmets. It puts g 
more pressure on you to hidden, silent and out of harm’s way. 
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A gamer can save the world from the comfort of his ДА TET RS SETS 
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point its time to go up a hatch and walk along the top of the train. Next its back 
into the train fora car or two, then outside to shimmy along the edge ofa car, inch- 
ing your way past windows full of unsuspecting passengers. And don't look down 
when you have to pull yourself hand-over-hand along the bottom of the train. 
With wheels spinning and clacking on either side of you and scenery racing by at 
70 miles an hour, one false move will mean the end of Fisher. Its a wildly inventive 
work of sheer genius, and also a total blast. All the other levels provide sparkle as 
well. Early on you'll explore a sterile cryogenics lab with only cutthroat mercenar- 
ies and the bodies of the recently deceased for company. Later in the game you'll 
= sneak around the nighttime streets and along the rooftops of an Israeli city on 
high alert, break into a television station and kidnap a well-guarded villain, creep 
through a submarine crawling with guards...the list goes on. With dozens of ways 
to complete a mission, you can play the game over and over and never have the 
same experience. If you have near-limitless patience and skill, you can even get 
through the entire game without setting off an alarm or alerting a guard. 
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Splinter е Ога Tomorrow storms onto the Nintendo 
СатеСиће іп shortly after the recently released XBox ver- 
i Ubisoft has put the time to good use by adding 
етеп to the already awesome title. In lieu of an online 
multiplayer mode, the development team has added а com- 
pletely new level to the single-player experience. (We can tell 
you only that it takes place during Sams excursion to Indone- 
sia.) The GCN version of Pandora Tomorrow will also have a 
very cool GBA-GCN connectivity feature similar to the connec- 
tivity in the first game: Pandora Tomorrow will turn your GBA 
into a spy gadget worthy of the worlds best operative—it 
displays enemy locations, items, level maps and more. It adds a 
lot to the experience of using high-tech gadgets to infiltrate the 
shady operations, especially if you're playing with the lights off. 
The connectivity works as a stand-alone feature—you won't 
need the GBA version of Pandora Tomorrow to make it work. 
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We can't even begin to discuss every cool 
aspect of this game. From the fantastic 
graphics to the perfect music and sound 
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EFFERVESCING WITH ENERGY, SEGA'S ULTRAFUN 
FEVER I$ CATCHING! 


EVERYONE | 
Original Game © Sega © Sonic Team / Sega 2004 е El K 
POP'60 THE PUYO 


As they drop into your playing field two, three and four ata time, your opponent's field. Puyo Pop Fever for GCN is contagious 
gelatinous bubbles form color-matching quartets and pop en 


puzzle action that keeps you on edge from the moment the first 
masse, leaving grayish Nuisance Puyo on the verge of cluttering blob falls. Play solo or against a friend for endless excitement. 


54N.GLE-PUYO-POP. J ENDLESS РЈУО РОР 
ЕЕ тшшш cst gn ZI O:Select 'D:Decide M:Cancel 5213) 0 
y Arts oe S 
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GET 10 RNOW PUYO РОР 


Before you attempt to run the table against in-game or real- 


rial. The Endless Puyo Pop option presents scenarios that 
life opponents, it'll pay to practice popping Puyo. The first 


will sharpen your chain-making and Fever skills. Give them 
course in Single Puyo Pop play acts as a tuto- a whirl. 


RUN RUN COURSE ORIGINAL 


FEVER 


Your Puyo Pop skills will RunRun wild 
after you complete the first course. 


Endless Puyo Pop Original offers Enter Endless Fever mode to discover 
chain-completing practice. 


the key to clearing all Puyo at once. 


As you blaze through the Single Puyo Pop story mode, you'll go up against 


a goofy gallery of Puyo Pop poseurs and pros. Computer-controlled charac- 
ters have signature styles and strategies. A line of Puyo sets under each | @ 
character indicates the order in which types of sets will fall. 


AMITIE 


The star of Single Puyo Pop 
>] mode through the RunRun and 
WakuWaku courses is a 


steady, balanced player. 


0606, 000000080000 


Honor student Klug is stricken 
with Puyo Pop Fever. Long 
chains of Puyo matches are 


the cure. 


RAFFINE 


Amore refined player than 
Amitie, Raffine is the player- 
controlled character for the 
HaraHara course. 
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DONGURIGAERU 


A jolly frog with a nearly 
unpronounceable name, 
Dongurigaeru is a good char- 
acter for beginners. 


OSHARE BONES 


ds tend to fall in pairs for 
the skeletal jester with a 
taste for loud clothing. He's a 
master of Fever mode. 


yu 


The carefree spirit who 
speaks in riddles sees a lot of 
triple and quadruple sets, 
making matches easy. 


ТЕТ 
ARIDER 


Small horns set Rider apart 
from her classmates. She is 
great at setting up chains but 
only average in Fever mode. 


TIT ete 
M$. ACCORD 


The professor who presides 
over the RunRun course tuto- 
rial makes a point of setting 
up long color-matching chains. 
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HOHOW BIRD 


Not much of a conversational- 
ist, the Hohow Bird exclaims 
"Hohow" when scoring long 
color-matching chains. 


6008 000800000000 


PRINCE OF OCEAN 


Big Puyo sets help the fishy 
royal build up to Fever mode in 
ahurry, then his natural abili- 
ties take over. 


TARUTARU 


Tarutaru casts a big shadow 
and makes a lot of matches, 
but he doesn’t have the 
patience to set up chains. 


A ee 
ONION PIXY 


The freakish sprite with an 
onion for ahead is a Fever- 
mode specialist. 


080 
ARIE 


Amitie's pal Arie is a balanced 
player who never sees sets of 
more than two Puyo. She can 
endure extended games. 


0000000000000000 


UNLOCK A POP PAIR 


Two more characters join the story- 
mode crew after you defeat them in 
Single Puyo Pop mode. See page 67 
for details. 


The Frankenstein monster 
andhis son try to finish off 
their opponents in a hurry. 
They're weak in long matches. 


Wi IERI ILIO 


Part of the fun of Puyo Pop Fever is in finding out what the wacky characters will say next. Each 
popper unleashes unique phrases in the heat of the moment. It's worth losing a few matches just 
to hear the crazy taunts. 


GALLERY GUFFAWS 


If you don't want to miss any of the charac- 
ters' crazy phrases, listen to them all in the 
gallery. Select Go to Gallery from the Options 
menu, then cycle through the vocal entries. 
Each character has 20 voice samples. 


SET EM UP, KNOCK EM DOWN 
Ü 
Every time you clear Puyo from your side of the screen, you'll single-color matches or in chains) the more Nuisance 


send Nuisance Puyo to the preview section of your opponents Puyo you will create. Learn to set up big chains—they make 
side for an imminent avalanche. The more Puyo you pop (in for a monstrous amount of clutter on the other side. 


LINE UP A LANDSLIDE 


In prepartaion for big chains, place your Puyo in 
color-coordinated groups of three. Put matching 
Puyo above your groups and position a buffer of 
another color between them, then look for color 
matches for the buffer. 


ROCK THE RUBBLE 
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When one color match triggers another, setting off multiple chains, you'll rack up more points and 
send more Nuisance Puyo to the other side than if you were to make two matches at the same 
time. If you have side-by-side columns of three matching Puyo and a double set of the two col- 
ors falls, arrange the set vertically to make one match first, then the next. 
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Take the time at the beginning of a session to Massive color-matches will create too many 
build stacks that will result in multiple chains. Nuisance Puyo for your opponent to deal with. If 
Long chains will add exponentially to the num- your adversary sends Nuisance Puyo into your 
ber of Nuisance Puyo that materialize on your preview area, create matches in a hurry to off- 
opponent's side of the screen. set them before they fall. 


When your opponent 
drops Nuisance Puyo 
into your playing field, 
do everything you can 
to clean up the clutter 
tout de suite. Color 
matches will wipe out 
the adjacent 
Nuisances. Spread out 
your matching Puyo so 
they pop the maximum 
number of Nuisance 
Puyo. 


CLEARANCE SPECIAL 
If you're in for a long 


my Yourcany bursty nig battle against a fast 
and wily opponent, 
limit the number of 
Puyo on your playing 
field. If you clear all of 
the Puyo from your 
field, anew group will 
fall, perfectly poised 
for color-matching 
chain reactions. 


Watch your opponent's progress. If he 
or she is setting up a multi-chain 
match, be ready to put together quick 
matches to offset the coming tide of 
Nuisance Puyo. 


Most games offer an obvious file-save option at the end of a session. Puyo Pop Fever's save option is a little 
SAVE YOUR GAME hard to find. When you're ready to save, go to the Options menu and select the Save/Load entry then 
choose Save. When you return for another session, use the Save/Load option to load your file. 


By making matches that pop the Nuisance Puyo in your pre- 
view area, you'll both keep the blocks from falling into your 
playing field and build up your Fever Count (the meter in the 


TIME I$ ON YOUR SIDE 


Use Fever mode to set off long 
chains that send devastating 
globs of Nuisance Puyo into your 
opponent' area. The more 
Nuisances you send at once, the 
lower the chance that your 
opponent will be able to offset 
the onslaught. 


Ms. Accord's cat, Popoi, and kooky Carbuncle become 
player-controlled characters after you defeat them in Single 
Puyo Pop mode. Popoi is a Fever specialist who has a few 


The professor's feverish kitten appears in 
the WakuWaku course, where you'll bat- 
tle him for possession of the flying cane. 
Popoi will also pop up in the HaraHara 
course if you don't meet the conditions 
to battle Carbuncle. 


КОТА САТЕ THE FEVER 


It’s easy to learn Puyo Pop Fever's basic rules and moves, but it's difficult to master all of the 
games intricate strategies. With practice you'll learn when to build long chains and when to go 
for quick matches. Either way, scramble to clear away the Nuisance Puyo before they fall. 


A quick clean-up will set off the frantic Fever mode. € 


center of the screen). When it's full, you'll launch Fever 
mode—a prime chance to make long chains. One Fever ses- 


sion may be all you need to earn a victory. 


As you build your Fever Count, you'll also be adding 
to your next Fever mode's duration. You'll get an 
extra second of Fever Time for every Nuisance 
Puyo that your opponent destroys. You'll also 
accumulate Fever Time when you make chains of 
three or more. Once you catch the Fever, you may 
be able to make chains with your first drop, or you 
may have to wait for a few Puyo to fall before you 
can make your move. 


If both you and your opponent 
arein Fever mode at the same 
time, Nuisance Puyo will fall into 
the Fever fields, but they won't 
contribute to the clutter in the 
main playing fields. If you have 
more Fever Time than your oppo- 
nent, bide time until your oppo- 
nent's Fever mode is complete, 
then set off long chains. 


dark secrets and tricks up his furry sleeves. Carbuncle is 
the final opponent in the most difficult course, and has no 
real weaknesses. 


CARBUNCLE 


You'll go up against Carbuncle at the end of the HaraHara course if 
you won every match without continuing and activated Fever mode 
fewer than four times or more than a dozen times. Be prepared for a 
terrifically tough match. 


г INFORMATION 


CODES THAT WORK. STRATEGIES THAT HELP. INFORMATION THAT YOU CAN USE. 


To reward the enlightened gamers who have purchased Metal Gear 
Solid: The Twin Snakes, we're devoting the entirety of this 
month's Classified Information to the tactical-espionage 
action masterpiece. We'll provide battle tactics to help you 
survive the game's innovative boss encounters, show you 
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Y ANIMAL KINGDOM 


DEFEAT THE REMAINING MEMBERS OF FOXHOUND. 

In volume 1795 strategy review, we left off after the con- 
frontation with the mysterious Ninja. We'll pick up here 
with the following boss, Psycho Mantis, and lead you all the 
way through the final encounter with Liquid Snake. 


PSYCHO MANTIS 


Before the battle with Psycho Mantis commences, he'll do a 
couple of things to show off his psychic powers. You'll get an 
extra bit of dialogue if your Memory Card contains save 
data from Eternal Darkness: Sanitys Requiem, The Legend 
of Zelda: The Wind Waker, Super Mario Sunshine or Super 
Smash Bros. Melee. 


y how to obtain all 40 ghost photos and reveal the game's 
myriad of unlockables. Next month, we'll show you how { 
to infiltrate a real-life military installation with nothing | 

but a cardboard box and a handkerchief. / 
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SNIPER WOLF 


Sniper Wolf will pick you off if you try to approach her, so 
you'll need a weapon that can match her range. There's a 
PSG-~1 sniper rifle in the armory, but that's quite a ways back 
(and you'll have a better opportunity to retrieve it in a little 
bit). The PSG1-T tranquilizer rifle in Nuke Building B1 is 
much closer. Head through the Level-5 door in the south- 
west corner there to find it. If you're intent on acquiring the 
sniper rifle immediately, you can take a shortcut to bypass 
the Canyon area. Climb into the back of the truck in the 
nuke building garage on the first floor, then hide in Card- 
board Box 1. You'll automatically be delivered to the heli- 
port. From there, sneak through the lower vent into the tank 
hangar, then take the elevator down to the armory. 


Meryl clearly isn't herself. Toss 
a Stun Grenade to knock her out 
while you take care of business. 


When Psycho Mantis uses his 
telekinesis to hurl objects at 
you, press the X Button to duck. 


War? 1 cannot read:you!! ~ 


You can't duck under his glowing 
energy spheres. Stay on your feet 
and dodge them instead. 


To prevent your telepathic adver- 
sary from reading your mind, 
Switch to Controller port 4. 
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You have no choice but to step out into the open and scan the walk- 
way quickly for Sniper Wolf. From there it's a matter of who can line 
up a shot first. Press B to zoom in and X to zoom out. 


7— "3 «a b 
Pentazemin. 
Benzodiazepine anti- 
depressant, Stops trembling 
of hand when sniping. Select 
in window, use with A Button. 


Tm | | 

| | 
Use the Pentazemin to steady 
Snake's hand. 


If your scope turns red, squeeze 
the trigger or take cover. 


nintendopower.com 


Among his many other talents, Liquid Snake is an excellent 
helicopter pilot. Fortunately, youre equipped with portable 
surface-to-air missiles. 


Wait for the Stinger's targeting 
reticule to lock onto the Hind D 
and turn red before you fire. 


When the chopper leaves your 
sight, you can continue tracking it 
via radar and the Stinger's reticule. 


Eat this! 


To avoid the Hind's machine gun 
fire, look at the radar and take 
cover behind the water tanks. 


SNIPER WOLF 


Your second confrontation with Sniper Wolf is essentially the 
same as the first. If you have trouble spotting her, put away 
your sniper rifle for a moment. You can quickly discern her 
position based on where her laser sight is coming from. 


When Liquid fires a rocket, stand 
between the water tanks and the 
room from which you emerged. 


VULCAN RAVEN 


Patience is key against Vulcan Raven. He'll make quick work of 
you with that minigun if you try to take him head-on. Stay out 
of his sight and use the surroundings to your advantage. 


When he starts to run, you'll have 
to get a bit more creative. Plant 
claymores in the intersections. 


At the beginning of the battle, try 
to get behind Vulcan Raven and hit 
him with a Stinger missile. 


You can also attach C4 to the 
crates and detonate it when 
Raven runs past. 


The Nikita does quite a bit of dam- 
age, but it can be difficult to catch 
up with Raven when he's running. 


METAL GEAR REX 


Metal Gear Rex relies on a network of high-tech sensors. You 
can slow its attacks and disable its targeting system by tossing 
Chaff Grenades. That will make it easier to get a lock on the 
radome without taking tons of damage. 


You can evade Metal Gear's 
machine gun fire easily by quickly 
stepping to your left or right. 


Rex's long-range attack is a salvo 
of guided missiles. Keep running in 
one direction to avoid all three. 


If you get too close, Rex will 
unleash a powerful laser beam or 
simply try to stomp on you. 


Your target is the circular radome 
on Metal Gear's left shoulder. 
Lock onto it with your Stinger. 


At the conclusion of the cut 
scene, Liquid will be forced to 
open Metal Gear's cockpit. Finish 
him off with more Stingers. 


WhenRex has the Ninja pinned 
against the wall, your Stinger's 
targeting reticule will come up but 
you won't be able to fire. 


LIQUID SNAKE 


The final showdown with Liquid Snake is a two-part affair. First 
you'll engage in a good old-fashioned fistfight on top of the dis- 
abled Metal Gear. When he hunches his shoulders, prepare to 
sidestep his bull rush. After you knock him out, make your way 
to the jeep and man the machine gun. You'll have to shoot your 
way through a couple of checkpoints, then your brother will 
catch up to you in a jeep of his own. 


Train the machine gun on Liquid and 
keep holding the A Button. You 
won't run out of ammo. 


If Liquid knocks you off the edge, 
quickly press the Y Button to pull 
yourself back up. 
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У METAL GEAR HAUNTED 


COLLECT ALL 40 GHOST PHOTOS. 

There's a camera behind the Level 6 door in the south armory. You 
can use it to take photographs, then save them to your Memory 
Card. If you snap a picture from a certain angle, a ghost will 
appear in the shot when you look at it in the photo album. On the 


CARGO DOCK HELIPORT 


Stand to the left of the forklift in 
the northeast corner and focus on 
the vehicle. 


HOLDING CELLS 


Point your lens at the large tank- 
hangar door to the north of the 
helipad. 


Stand in the doorway of the cell 
where Meryl was being held and 
face south. 


After Meryl leaves, stand outside 
the DARPA chief's cell and frame 
his entire body in the photo. 


CANYON 


Stand against the northwest side 
of the first rock to your right. The 
rock must fill the entire frame. 


NUKE BUILDING B1 


Go to the men’s bathroom, take 
care of the guard there and stand 
in front of the center mirror. 


Head down the north hallway and 
aim your lens at the Level 5 securi- 
ty door. 


70 | CLASSIFIED INFORMATION 


NUKE BUILDING 1F 


Walk along the catwalk to your 
left and take a photograph of the 
window at the end. 


following pages, we describe how to photograph all 40 ghosts. 
(Each one is actually a member of the development team from Sil- 
icon Knights.) Before you take out your camera, make sure the 
coast is clear so no guards spot you. 


Shoot out the searchlights then 
move to the south end of the heli- 
pad and aim at the center of the H. 


ARMORY 


Stand just inside the doorway to 
the west of the helipad. The door- 
frame must not be in the photo. 


TANK HANGAR 


ka 


Blast a hole in the northeast wall 
and point your camera inside the 
revealed room. 


Once Meryl opens the hangar door, 
snap a picture of the room with 
the infrared lasers. 


Point your camera at the lockers in 
the southwest corner of the 
warhead-disposal room. 


NUKE BUILDING B2 


Face the northeast corner in the 
hallway where the Ninja slices and 
dices the guards. 


Enter the electrified room and 
point your camera at the other end 
of the hall. 


nintendopower.com 


STRATEGY 


LABORATORY 


After you defeat the Ninja, take a Focus on the middle super comput- After you defeat Psycho Mantis, Face the mirror on the west wall. 
picture of the Zone of the Enders er from behind where the panes of stand to the east of the holo- The shot must encompass the 
poster on the wall. glass used to be. graphic projections. entire mirror. 


CAVE 


As you're shuffling through the When you get past the first dog, When you catch up with Meryl, 
first crawlspace, point your cam- stand just north of the snow and photograph her from as far south 
era straight ahead. look down at the puddle of water. as possible. 


UNDERGROUND PASSAGE 


MEDICAL ROOM 


Standa few feet north of where Walk to the end of the passage Kneelin front of the deceased Stand in front of Ocelot's interro- 
Meryl was lying and point your and snap a photo of the walkway DARPA chief and center his head in gation machine and frame the top 
camera down slightly. where Sniper Wolf was perched. the frame. half of it in the photo. 


TOWER A CONNECTING BRIDGE TOWER B 


After the cut scene on the roof, Stop just before the walkway When you reach the dead end at After you take out the Hind D, walk 
simply take out your camera and turns left and point your lens the bottom of the stairs, photo- up onto the platform, stand south 
click. You don't need to move at all. straight ahead. graph the wall across from you. of the stairs and face Tower A. 
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BLAST FURNACE 
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Standin the northeastern corner 
of the platform at the end of the 
first catwalk and face north. 


Lie on the ground a few feet south 
of Sniper Wolf's body and frame 
her near the bottom of the photo. 


WAREHOUSE 


Stand north of Vulcan Raven's 
weapon and look down alittle bit 
to get the top of itin the photo. 


Head north from Raven's weapon, 
stop between the first two rows 
of crates and face forward. 


UNDERGROUND BASE 


Take a perfectly centered picture 
of Rex's cockpit from the catwalk 
in front of the control room. 


Stand in front of the blue comput- 
er and face the back wall. The map 
should fill the entire frame. 


METAL GEAR $0 TWIN SNAKES 


SOLID SECRETS STRATEGY 


Some of the rewards that you'll receive after finishing the game 
depend on whether you saw the Meryl ending or the Otacon end- 
ing. To see the former, you must survive Revolver Ocelot’s torture 
without surrendering. If you weenie out, Meryl will kick the 
bucket and you'll get the Otacon ending. The bandana that you 
get for saving Meryl gives you infinite ammo. 


SEND YOUR CLASSIFIED INFO TO 
N CLASSIFIED@NINTENDO.COM 


OR MAIL. TIPS TO: NINTENDO POWER CLASSIFIED INFORMATION 
P.O. ВОХ 97033 REDMOND, WA 98073-9733 
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On the first floor, stand east of 
the molten metal. Point down so 


the liquid comprises the entire pic. 


WAREHOUSE NORTH 


Stand in the middle of the catwalk 


and photograph the top of the 
waterfall. 


SUPPLY ROUTE 


As soon as the battle with Metal 
Gear Rex begins, point your cam- 
ега betweenits legs. 


BOSS SURVIVAL MODE 
EXTREME DIFFICULTY 
BANDANA 

STEALTH CAMOUFLAGE 
DEMO THEATER (MERYL) 
DEMO THEATER (OTACON) 


TUXEDO 
NEW ENDING THEME 


Center yourself just in front of the 
first cargo lift and point your cam- 
eranorth. 


COMPLETE THE GAME 

COMPLETE THE GAME 

COMPLETE THE GAME WITH MERYL'S 
ENDING 

COMPLETE THE GAME WITH 
OTACON'S ENDING 

COMPLETE THE GAME WITH MERYL'S 
ENDING 

COMPLETE THE GAME WITH 
OTACON'S ENDING 

COMPLETE THE GAME TWICE 
COMPLETE THE GAME THREE TIMES 
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GAME BOY ADVANCE 
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SKIES. 


You've ruled on the ground. Now rule the skies. Welcome to free-flight combat, 
the fighting mode you've been waiting for. You can also create your ultimate Dragon Ball Z^ 
dream team from 15 playable characters. It’s fight, and flight. You ready? 


Cartoon Violence GAME BOY ADVANCE 


CONTENT RATED BY 
ESRB 


FUNimation 
Productions, Ltd. 


© 2004 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUNimation® Productions, Ltd. All Rights Reserved. Dragon Ball Z and all logos, character names and distinctive likenesses thereof are trademarks of TOEI ANIMATION. 
Nintendo, Nintendo Game Boy Advance and the official seal are trademarks of Nintendo. © 2001 Nintendo. © 2004 Atari Inc. Marketed and distributed by Atari., Inc. All rights reserved. All trademarks are the property of their respective owners. 


MARIO'S TEE-RIFIC TOUR COMES TO GBA! 


18% A Stroke of Genius 


ario Golf: Advance 
| \ Tour for GBA builds 
one of the 
strongest franchises in video 
game sports. Mario Golf for the 
N64 introduced digital duffers to 
realistic golf mechanics 
and whacky Mushroom 
Kingdom courses in 
1999. The Game Boy 
Color version added a 
character-building 
RPG element to the mix 
that same year. Last summer, 
Mario Golf: Toadstool Tour 
offered challenging courses, 
great multiplayer options and 
two new ways to swing your club 


za шша on 


Кы? 


with superior control. And on 
June 21, Mario Golf: Advance 
Tour arrives, combining new 
facets with all the greatest 
aspects of its predecessors. 
The game is packed with 
crazy courses, colorful 
characters, deep RPG 
elements, improved 
play mechanics, awe- 
multiplayer 
modes and even con- 
nectivity to the GCN's 
Toadstool Tour— making it the 
ultimate expression of Mario 
Golf. Join us as we explore the 
links, characters and club- 
houses of the Advance Tour. 


some 


if you'd like to enter the tourney, 


So, you want to be a pro? In Story 
mode, you'll play tournaments, 
practice your golfing skills and chal- 


Ё lenge champion golfers to one-on- 
=H one matches. If you're good enough, 
4 you'll be invited to visit the 


Mushroom Kingdom for a tourney 
with Mario, Luigi, Bowser, Princess 
Peach and other kingdom faves. 


When you want to escape from all 
the pressure of competitive tourna- 
ments, Quick Game mode has a bagful 
of minigames to set you free. 


Whether you have one GBA or as 
many as four, you can enjoy six types 
of enriching, multiplayer golf experi- 
ences with your friends. 


“8 Home on the Mu Range 


ош! begin Story mode 
by choosing either the 


improve. Plenty of golfers will 
give you advice, but the real 
action is on the fairways 
and greens. If you 
J) master the mechan- 
ics of your swing, 
learn the ins and 
trophy—choices such outs of all the holes 
as how to train, how to Ww on every course and 
play tricky shots and even which build your duffer into a fearless 
of your character's skills to 


^ \/ 
шш male or female 
character. It's just the 
first of many choices 


on the road to the 


Mushroom Tourney 


gonzo golfer, you'll go far. 


THE TOURING LIFE 


You'l begin your career as a promising young golfer based at 
Marion Club—one of five main golf courses in Story mode. Many 
tourneys won't allow you to compete until you've won a 


n open spot ín the group 


Visit driving ranges, putting greens 
and approach-shot practice areas to 
master tricky situations. 


Talk to the club's regular golfers then 
check in at the Caddie Master's area 
toenter a tournament. 


EXPERIENCE PAYS 


As you win tourneys, defeat more points—and raise 
pros and complete challenges, your levels faster—by 
youll earn experience points winning advanced chal- 
that you'll use to increase lenges and tourneys. As 
the experience levels of ^ your character’s stroke 
you and your doubles becomes more pow- 
partner. For every erful, controlled and 
accurate, you'll be 
ready for even the 
toughest courses. You 
can use a built-up character to 
draw, sweetspot size, shot con- wow friends in multiplayer 
trol or spin control. You'll earn matches. 


level you gain, you 
can improve one skill, 
such as your drive dis- 
tance, shot height, fade or 


[Youll have to use the (evel) 
Ka Cx dis rli RIVE Ota? орт im cens cu 
HEIGHT l! 2} M 
guod dr do 4 
IMPACT орд 


CONTROL: 


Extra challenges like the One-club _ 
Challenge will net you fewer experi- 
ence points than a tournament. 


Use earned experience points to raise 
your levels and build up your character 
and partner. 


N We're keeping the ball in the | 
% of the time... | 


8 fairway 8: 
S That’s great. 


There's a lot to learn about life on the 
links. You can explore the world, play 
practice rounds and sharpen your golf 
skills. When you feel ready, enter a 
tourney. 


Whichever character you don't 
choose at the outset will become 
your doubles partner. You'll be respon- 
Sible for raising his or her stats using 
the experience points you earn. 


prerequisite tournament. You can enter singles and doubles tour- 
neys or compete against various course pros in singles or doubles 
Match Play challenges. 


This bronze trophy is for p 
third in the Marion Tourney! 


Win tourney trophies and display 
them їп your room. Each tourney is 
one round of an 18-hole course. 


When you play doubles, you'll have an 
Al partner and you'll hit every other 
shot. 


There's more than one way to swing a golf club. 
In fact, Mario Golf: Advance Tour has two 
ways—auto and manual swing. The auto 
swing is easy to perform and useful for begin- 
ners and when making uncomplicated shots. 

‘The manual swing gives you extra control, 

-particularly over topspin and backspin. 

Youll also have a limited number of 

Power shots to use during a round 
when you need extra yardage. 


Account for hazards, weather 
camera to examine the conditions, the lie of your ball, 
е, then select an appropriate the landing area and your swing 
lub and adjust your aim. _ power. It all counts. 
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Quick Rounds 

inning trophies is very satisfying, but sometimes youd 
rather just play a quick round or try your hand at cre- 
ative shot-making in some of the more unusual modes 


- P E 


on the Quick Play menu. Stroke Play—shooting for the lowest 
score—is the first of nine options. The other eight options are 
listed below. You can play on any course that you've unlocked. 


The low scorer on a Character Match 
hole earns a medal, and the first one 
to tally nine medals wins the match. 


Compete against another team in the 
Doubles option. Just as in Story 
mode, you'll hit every other shot. 
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In Go-Go Gates, you'll have to plan 
every shot with care so the ball pass- 
es between designated poles. 


Plant your ball closest to the pin to 
take home the prize in the Near-Pin 
competition. 


A Link to the Grass 


A slot machine decides what limited 
set of clubs you'll have to use in Club 
Slots. 


Throw caution to the wind in a round 
of Speed Golf. Your objective is to fin- 
ish faster than your opponents. 


Choose any hole and set the condi- 
tions, then practice to your heart's 
content in Training mode. 


Star Tourney courses are filled with 
warp pipes, mushrooms, Play Panels 
and other useful or hazardous items. 


VA 
3. Twosomes, Threesomes and Foursomes! 


d p party has never been 
Мыл easier. Mario 

Golf: Advance Tour 

lets you play with up 

to four golfers. You 

can pass a single 

GBA from player to 

player, or connect two, 

three or four GBAs using Game 
Boy Advance Game Link cables 


SIRO KE PLAY 


score wins. 
After picking 
a course, you 
can choose to 
play: 18 holes, the front nine, the back 
nine, nine random holes, six ‘random 
holes or three random holes. 


GO-GO FACE-OFF 


9 Play a Go-Go 

Gates course 
skins-style. 
You'll have to 
win the most 

= skins while 

knocking the ball through all the gates 
and finishing the hole. Whoever com- 
pletes the most holes wins. 


e etting together a golf (each player must have an 


Advance Tour Game Pak with 


b, the latter option) so 


everyone has a dedi- 

cated screen and can 

choose a special 

character. You can 

even create custom 

taunts and support mes- 

sages to distract or encourage 
other players. 


DOUBLES 


Й Team up how- 


[M ever you 
want. If you 
have fewer 
than four 
players, you'll 
partner with computer-controlled 
characters. You can play Stroke, 
Match, Skins or Club Slots modes. 


GP GO CHALLENGE 


The second 
Go-Go Gates 
multiplayer 
optionis a 
cooperative 
challenge 
that takes place on eight special 
holes. Players team up to get through 
the gates and finish the hole. 


JS. Visit the Toadstool 


4 ven with all the courses 
Е and challenges in Mario 
AJ Golf: Advance 
Tour, you may want to 
expand your charac- 
тег5 golfing horizons. 
If that’s the case, 
make a GCN-to-GBA 
connection and send 
your built-up character into 
Mario Golf: Toadstool Tour. 


You'll be able to play the Toad- 
stool courses using your cus- 
tom character, taunts 
and set of special 
clubs he or she 
brings along. Your 
character can earn 
experience points and 

skill levels in Toadstool 
Tour that will transfer back to 
Advance Tour. 
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Players can choose their built-up 
characters and special club sets 
when using multiple linked GBAs. 
They can even exchange club sets 
with other players. 


SEINS MAICH 


Each hole is 
called a skin 
andis worth 
one point. If 
players tie on 

- ahole, the 
hole's point is added to the next skin 
for a bigger payoff. Whoever has the 
most points at the end wins. 


CLUB SLOTS 


j Slots bag can 
hold either 
three or four 


аш" earn points 
pum on the number of strokes they 
take on the hole. You'll choose from a 
limited number of unlocked courses. 


Once you've successfully linked to 
the Nintendo GameCube and Mario 
Golf: Toadstool Tour, an icon will 

appear on your Advance Tour menu. 
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with super boosted distance bi 
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clubs. Players 


Forget about golf etiquette. Create a 
custom taunt and use it just before a 
competitor swings for hilarious (or 
possibly painful) consequences. 


NEAR-PIN 

Head to the 
Elf's Short 

+ Course to 
test your 
shot-making 
n skills. Your 
cumulative distance from the pin for 
each drive is your score. The closer 
the ball is to the pin, the better. 


HANDICAP 


You can handi- 
cap charac- 
ters to even 
up the match. 
Options 

: include chang- 
ing the Simulation Line, teeing off 
from the front tee and giving a player 
extra shots (called Mulligans). 


Your Story-mode custom character 
can travel to Toadstool Tour, bringing 
clubs and taunt messages and return- 
ing with experience points. 


49 Advanced Thinking 


{ he Mario Golf: Advance Tour development team at Camelot and Nintendo has included 

everything except gophers in its golfing extravaganza. With quality graphics, great sound, 

=: quippy text, deep and engaging gameplay, connectivity and enough variety to satisfy even the 
pickiest golfer, Advance Tour tops our leaderboard for quality golf games. 
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Homework? Yes, indeed. The Epic Center editors have an RPG theory that we want to share 
with the rest of the class, and we want to hear your responses. But before you get to that, 
take a look at the beautiful Tales shots. Only two more months to wait! Hang in there. 


Meet the Players of Tales 

One of Tales of Symphonia's greatest strengths is its huge cast 
of three-dimensional, sympathetic characters. When they're 
combined with the game's huge, twisting storyline, Tales of 
Symphonia becomes a living, breathing world that gamers will 
instantly connect with. You met some of the major movers and 
shakers in last month's exclusive preview (including Lloyd, 
Colette, Genis and Kratos), so now it's time to meet a few of the 
supporting players—and take a special look at Sheena. Some of 
the folks on the following page are friends and some are foes, 
but they all make a large impact on your journey. Next month 
we'll start in on strategy, focusing on the battle and experience 
systems so you'll be ready to dive in the day the game arrives. 
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Sheenais an assassin dedicated to eliminating the cha 
sen. Was she hired by a nefarious source, or does sl 
have her own reasons for the quest? No one knows... 
least not at first. You'll meet the mysterious warrior 
more than once before your final battle—where Sheer 
makes a decision that changes the course of the game. 
As we mentioned last month, the vocal talent behind _ 
Sheenais provided by Jennifer Hale. We were lucky — 
enough to meet Jennifer and sit in on one of her record- ~ 
ing sessions, and we came away more than impressi 
Her plucky, inspired reading breathed true life into 
Sheena andis sure to make her a classic RPG char: 
start reserving your Sheena-related screen nai 


Y still my son. 
regardless of blood. 


i È 


Dirk is Lloyd's adopted father. Stout-hearted and Remiel is an angel who claims to be the father of The large-eared dogis Lloyd's pet, Noishe. He's loyal З 
__ true, he lives his life by the codes ої dwarvencon- ^ Colette, the Chosen. Whether his claims are true to Lloyd but terrified of monsters—if you enter a ‘ 
duct and works as a skilled craftsman. or notis another story. dangerous area, expect to see Noishe's backside. 


x». 3 T 3 Hc = 

_ Bottais pursuing the Chosen across Sylvarant, Forcystus is one of five Desian Grand Cardinals. 

= and when he finds her, her life will be forfeit. He He's an man of unbelievable cruelty who will do 
у have a connection with the sinister Desians. whatever it takes to achieve his aims. 
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You've played Fire Emblem over and over. 

You know every line of dialogue in Skies of 
Arcadia Legends. You've exhausted your supply 
of new RPGs, so it's time to reach for... 

MVP Baseball 2004? 


A Sports RPG? 


We know—we never thought that a sports game would appear in 
Epic Center either. But roll with us for a minute. What makes an 
RPG? Though the answer seems obvious, it's actually a fairly 
complex question—and something that we've never really tack- 
led in the pages of Epic Center. Most RPGs are easily identifi- 
able. They tend to have a linear quest structure, characters who 
experience recognizable growth (usually in the form of experi- 
ence points and acquisition of better armor and weapons) and 
long, complex storylines. But now, many of those elements are 
becoming a major part of games that have largely been over- 
looked by hard-core RPG fans. To understand the RPG aspects 
of a sports game, think about it like you would a traditional 
RPG—you might find yourself enjoying a genre that never inter- 
ested you before. 


Compare and Contrast 
The first thing you do in most RPGs is build a party. In a sports 


title, your group of adventurers is a team of highly trained ath- 
letes—each with specialties and skills. Just as you wouldn't stick 
a magic-user at the front of the battle, you wouldn't have your 
quarterback kick field goals. That's not in his skill set. And like 
strengthening your party by recruiting new members, you can 
improve your sports team through trades, free agency, and in 
some games, drafts. The better you manage those aspects, the 
more powerful your crew will become. 


Brandon Phillips is a decent baseball 
player, but is he worth his asking 
price? You'll have to decide what posi- 
tion you want him to play, how much 
time he'll get, what his salary will be 
and for how many years you want to 
employ him. It's up to you to make him 
mesh with the rest of the team. 


So what about the quest structure? Is there one? You bet. 
Sports games don't simply throw you into a match, have you play 
one game and then dump you out again. You have to build up 
your player or team and then proceed through a series of chal- 
lenges. In Madden NFL 2004, for example, you construct your 
team and usher it through 16 games in the regular season. If you 


do well, you'll advance to the playoffs. If not, it's back to the 


drawing board. The ultimate goal of a sports game is to win the 
championship, but doing that requires success in a number of 
smaller venues—in the same way that you have to move through 
a series of dungeons and traps to reach the final boss in a role- 


playing game. 
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In our simulated MVP Baseball 2004 season, we took over the lowly Detroit 
Tigers. Despite a horrid record during August, we managed to take them to the 
playoffs. Now that's character development! 


Many sports titles let you fortify your players with better equip- 
ment. In Tiger Woods PGA Tour 2004, for example, you can pur- 
chase clubs, balls and clothing—the equivalent of weapons and 
armor—that will improve your performance on the greens. And 
how do you earn cash for such goodies? By playing and winning 
tournaments! It’s very similar to the process in a dungeon hack 
like Baldur's Gate. You collect money based on your performance, 
then go to a shop and purchase new and better items. 


If you drop the cash 
on anew set of clubs, 
you'll gain three 
points in your Ball 
Striking ability. Other 
items such as golf 
balls, hats and even 
hair dye will improve 
your player's stats in 
ahost of other areas. 


EURPENT CASS 1000. 


HERE ARE TODAYS FEATURED ITEMS. 
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So what about story? Well, some games have a fairly robust 
story in their own right. The new Mario Golf: Advance Tour, for 
example, weaves an intricate tale of your quest to become the 
world's greatest golfer and eventually challenge Mario himself. 
But even sports titles that lack a story in the traditional sense 
have all the tension and drama of a well-written plot. In sports, 
the season is the story. Can you draw more fans to your new ball- 
park? Will the rookie point guard be able to take the team to the 
playoffs? Is the coach's job safe after another 8-8 season? You 
won't find cinema scenes that explain every nuance of the 
characters, but you can still uncover a tale that will live through 
the ages. 


nintendopower.com 


and sports titles also share a common bond in player 
velopment. Most major sports titles now allow you to draft a 
_ young player out of high school or college and prepare him for 


life in the big show. In real life, a rookie usually needs a couple 
of years before he is able to contribute to the team's success. 
_ Sure, there is the occasional LeBron James who has such amaz- 


ig skill that he dominates right away, but most players need 
seasoning and good coaching. 

represent this portion of the real-life game, video games 
use an experience-point system. Players come into the league 


nked in a variety of categories. A first baseman might have 
ats for hitting, fielding, speed, power, bunting and'so on. 
en a player first enters the league, he has fairly low stats 
5 the board, but they can grow over time. In Tiger Woods 
Tour 2004, you'll earn points to spend.on your stats each 
you complete a task or win a round of golf. In Madden 


2004, your players will all level up after the pre-season, 
t you can earn extra experience points by participating in 
л games. And in a twist that is rarely seen in RPGs, your 
ers will eventually lose experience and become weaker in 
me areas. Even the best athlete isn't immune to the progres- 
sion of time, so you'll have to keep a close eye on your team and 
watch for deteriorating skills. If a player's stats do drop, you 
_ may want to "move him to the back of the party” by making him 
a bench player, or ask him to “leave the party” by cutting his 
contract altogether. 
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aw his stats plummet during the off-season, so it might be time 
If you take advantage of the game's option to 

after a corporate sponsor, you can take the revenue and 

otch player to replace him. 


ly have to know and understand a sport to enjoy a 
, and for many RPG fans this is the kiss of death. 
mpelling in part because you don't need razor-sharp 
eye coordination or lightning-fast reflexes to excel. Most 
let you take your time. You see a problem, work out a 
al solution and put it into effect. Turn-based RPGs do this 


ly well. Once you enter a battle, you can spend an hour 
ing through your menus, examining different options and 
ling exactly what you want everyone to do. Sports games 
often give you that luxury. Contests such as football, bas- 


such as baseball or golf require you to make quick decisio 
(Throw to first or second on a grounder? Pull the C Stick halfway 
back or all the way in during a golf swing?) You also have to dea 
with the complexities of the sport itself. A football game has 
men on the field at a time and a total of 45 who can be subbed i 
and out at any time. It also boasts a huge book of terminology. 


» а 


phrases such as "intentional grounding," "4-3 set" and "thir 
down linebacker” reign supreme. It can be intimidating to a nev 
comer, but never fear. Simulation mode is an elegant зош а 
that perfectly bridges the gap between the genres. e 

A simulation mode allows you to take part in all the numbei 
crunching and hard-core stat management that make RPGs 
fun, while bypassing the actual matches. You build your team 
assign positions, and can even delve into such details as hi 
often a football team will pass rather than run and whether 
hockey team will play with finesse and speed or focus on bruising 
contact defense. In a game like Madden NFL 2004 or MVP Bas 
ball the process can take hours, after which you start a season 
let the computer simulate all of your games. When the sea 
ends, it’s time to restructure contracts, sign free agents, 
rookies and do the stat crunching all over again. Winning 
losing isn't a matter of blind luck—the team you constru 
the choices you make will have a direct impact on your succes: 
buying a new pair of boots for your fighter and watching hi 
Defense go from 30 to 32 makes your RPG-loving heart race, tl 
you'll adore the numbers game in many sports titles. 


MVP Baseball gives you a level of cor 
trol that falls right between playing 
the game and having the computer 
simulate it. If you want to retain some 
direct control, you can choose to 
manage a game—telling players when — | 
tohitandhow to pitch, butnotcon- | 
trolling every movement. It's like set: 

ting up an auto-battle mode in a tradi- 
tional RPG. 


A Sporting Chance 
RPG gamers are a notoriously picky lot, and we're betting that | 
many of you never considered sports games as a viable entertain- 
ment option (or for the more fanatical stat geeks out there, a 
number-crunching simulator). If you want a whole new kind of 
challenge, however, sports titles might be just the ticket. Go out, 
grab the sports game of your choice and try it out—then let us | 
know what you think. We're very curious to see if you think our 
theory has merit, or if the Epic Center editors are full of hot ai 
We'd also like to know if you want to see sports games featured i 
Epic Center and presented with a focus toward tear 


construction and player development. Send your thoug| 
comments, experiences and stories to epic@nintendopower. 
We'll print the best letters in an upcoming Epic Center. 
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FULL-COLOR, FULL-MOTION VIDEO 
GOES PORTABLE WITH GAME 

BOY ADVANCE VIDEO. WATCH | 
YOUR FAVORITE TV SHOWS | 
ON THE GBA—NO ADDITIONAL 
HARDWARE REQUIRED! 


VIDEO ADV 
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Fairly OddParents! games on the GBA. Now, you can watch 
their companion TV shows in a pocket-sized portable for- 
mat. This month a dozen Nicktoons and FoxBox titles, such 
as All Grown Up!, Sonic X and Teenage Mutant Ninja Turtles, | 
ublished by Majesco, will hit the streets. A pair of Pokémon 
paks from Nintendo (each with multiple Pokémon episodes) 


will follow in June. All you have to do is plug a pak in to your 
GBA—the show intro will start instantly. The video resolution is of the same high quality as for 
GBA games. And like a DVD player, the GBA lets you control the flow of the show with ease— 
ast-forward, rewind, skip chapters and select episodes from a menu. The manufacturer's sug- 
gested retail price for GBA Videos is $19.99. The videos are not compatible with the Game Boy 
layer; GBA Video is all about enjoying your favorite shows on the go! 
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Want to watch SpongeBob SquarePants on the bus without all 
the background noise spoiling your fun? Plug in either of 
two headphones designed specifically for the GBA SP (no 
adapter needed) and crank the volume. Majesco offers a pair 
of neckband-style headphones in conjunction with its GBA 
| Video releases, and Nintendo Power weighs in with a pair 
d that you'll receive as a premium when you subscribe or 
“| resubscribe to the magazine. Visit the official Nintendo 
J Power website, www.nintendopower.com/subscribe, 
Majesco headphones for details. Nintendo Power headphones 
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Pokérnon-Johto Photo Finish 


Watch the ultrapopular Pokémon TV series on your GBA! “Johto Photo Finish” and "Playing 
with Fire!" focus on a clash between trainers Ash and Harrison at the Johto League Silver Con- 
ference. The tough back-and-forth contest comes down to a confrontation between two Fire- 
type Pokémon: Ash's Charizard and Harrison's Blaziken. When the battle is over, Gary makes a 
surprising announcement. 


Pokeémon—For Ho-Oh the Bells Toll! 


Ash learns about the legend of Ho-Oh and the three legendary Pokémon—Raikou, Entei and 
Suicune—then battles Team Rocket in Ecruteak City in “For Ho-Oh the Bells Toll!” The GBA 
Video pak’s second episode, “A Hot Water Battle,” has Chikorita, Cyndaquil and Totodile 
falling into a sub-jungle passage where they meet up with Team Rockets Meowth. The quirky 
quartet must work together to survive the hostile environment. 


The Adventures of Jimmy Neutron: 
Boy Genius Vol. 1 


Who knew that being a boy genius could get one into so much trouble? Four early Jimmy Neu- 
tron episodes have Jimmy getting into one scrape after the next. His jealousy rages in “Brobot” 
when his robot brother proves to be more popular than he is. Jimmy has to convince Thomas 
Edison to go back to his own era in “The Big Pinch,” and he meddles with his parents’ past in 
“Time Is Money.” Also featured: “Granny Baby.” 


All Grown Up! Vol. 1 


Its The Rugrats 10 years later, and the troop of tweens is still sharing crazy adventures. Two 
episodes fill the first All Grown Up! collection. When a talent agent sees Susie perform in 
“Susie Sings the Blues,” Susie puts her dreams of stardom before her studies. In “Coup de 
Ville,” Lil and Phil grow apart, leaving Phil alone while Lil hangs out with the cool kids. 


Dora the Explorer Vol. 1 


Bilingual backpacker Dora learns lessons about math, music and physical coordination in a 
fun and entertaining way. Her first GBA Video collection features “3 Little Piggies,” in which 
Dora and here best friend, Boots, must wrangle up a trio of stray swine before Swiper takes 
their blue ribbons, and “Big River,” a white-water adventure in which Boots lets one of his red 
boots get away from him. It'll take the efforts of Dora and Backpack to retrieve it. 
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The Fairly OddParents! Vol. 1 


Both blessed and cursed with a pair of wacky Fairy Godparents, 10-year-old Timmy Turner 
goes through life making wishes that invariably have unusual side effects. In “Foul Balled,” 
Timmy wishes for his friend Chester to be the best baseball player ever, and the consequences 
are colossal. In “The Boy Who Would Be Queen” Timmy becomes a girl for a day, with zany 
results. Also included: “Information Stupor Highway.” 


The Fairly OddParents! Vol. 2 


Four frantically paced episodes from the second and third seasons of The Fairly OddParents! 
comprise Volume 2 of the collection. In “Father Time,” troublemaker Timmy learns a lesson 
about meddling with history. In "That's Life," Timmy wishes to liven up his mother's vegetable 
garden and inadvertently brings his pet gerbil, Eddy, back to life. “A Partnership" and “Ruled 
Out” are also included. 


Nicktoons Collection Vol. 1 


Episodes from three of Nicktoons’ most popular shows are squeezed onto one GBA Video pak. 
The All Grown Up! episode "Chuckie's in Love" has Chuckie adopting an alter ego to get the 
attention of a popular girl. “Pizza Delivery” from SpongeBob SquarePants strands SpongeBob 
and Squidward in the desert with a Krabby Patty pizza. “The Big Problem” from The Fairly Odd- 
Parents! explores what happens when Timmy wishes to be a grown-up. 


Sonic X Vol. 1 


Outrunning missiles, robots and Formula racers, the blue blur flaunts his skills in a pair of 
episodes that place him, his friends and Dr. Eggman in a strange new world populated by 
humans. “Chaos Control Freaks” introduces Sonic's new pal, Christopher. In “Sonic to the 
Rescue,” Christopher and his grandfather, scientist Chuck Thorndyke, set off to save Cream 
and Cheese from supersecret research facility Area 99. 


Sonic X Vol. 2 


In episodes "Missile Wrist Rampage" and "Chaos Emerald Chaos" Dr. Eggman embarks on a 
quest to establish the Eggman Empire in the new world by seeking out the power-giving Chaos 
Emeralds. Sonic faces Eggman’s robot, Missile Wrist, then breaks apart from his crew, leaving 
Christopher to fight Eggman for a recently discovered Chaos Emerald high above Station 
Square. All that and the discovery that Christopher's teacher is a spy! 
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SpongeBob SquarePants Vol. 1 


Who lives in a pineapple under the sea? If you don't know the answer to that question, you've 
been living under a barnacle. In his first GBA Video compilation, everyone's favorite porous 
pal, SpongeBob SquarePants, stars in a quartet of hilarious 10-minute cartoons: “Hall Moni- 
tor,” “Jellyfish Jam,” “Jellyfishing” and “Plankton.” Will SpongeBob divulge the top-secret 
Krabby Patty recipe to the nefarious Plankton? You'll have to watch to find out! 


SpongeBob SquarePants Vol. 2 


Patrick, Squidward and Sandy Cheeks join SpongeBob in “Mermaidman & Barnacleboy,” 
“Pickles,” “Bubblestand” and “Ripped Pants.” In “Bubblestand,” the residents of Bikini 
Bottom display their talents for creating elaborate soap bubbles until Squidward literally gets 
carried away. SpongeBob picks up a sand guitar and concludes “Ripped Pants” with a rock- 
and-roll musical number that is not to be missed. 


Strawberry Shortcake Vol. 1 


Take a trip to Strawberryland and take in two episodes of the Strawberry Shortcake series. In 
“Meet Strawberry Shortcake,” the kind-hearted doll sets out to plan a first-birthday party for 
her sister, Apple Dumplin’, and meets five new friends along the way. In “Spring for Strawberry 
Shortcake” the seasons are reluctant to change until Strawberry intervenes and convinces 
Spring that she is needed. 


Teenage Mutant Ninja Turtles Vol. 1 


The Teenage Mutant Ninja Turtles are back in action in the episode “Things Change.” And the 
more things change, the more they stay the same. No sooner are the half-shell heroes estab- 
lished in Master Splinter's underground lair when a Mouser horde breaks in and splits up the 
team. In “A Better Mousetrap,” Leo, Raph, Mike and Don get to the bottom of the Mouser 
attack and catch up to a new friend, April O'Neil. 
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STAY TUNED—MORE TV 
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The next wave of GBA Video paks will include episodes of the ures. In the coming months, you may be able to purchase paks 
monster smash Yu-Gi-Oh! and more hits from Teenage that contain feature-length films. Nintendo Power will keep 
Mutant Ninja Turtles, Nicktoons and other animated treas- you up to date. 
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Gaming's original rivalry 
reignites as Mario and Donkey 
Kong face off in NST’s addictive 
puzzle-platformer for GBA. 


TIPS FROM THE|DEVELOPERS) 


Where better to go for advice on a game than straight to the devel- 
opers? We solicited gameplay hints from Yukimi Shimura, game 
designer at Nintendo Software Technology Corporation (the team 
behind Mario vs. Donkey Kong, 1080°: Avalanche and Ridge 
Racer 64, among others). 


It’s been a long time since Donkey Kong was a villain. In the 
years since the original DK game, the lovable gorilla (or a rel- 
ative) has been the protagonist іп a number of Nintendo's 
most popular titles. Now the big ape is trying to steal all of 
the Mini-Mario action figures from Mario's new toy company. 


Hammer Time 


Your score will be multiplied 
if you defeat more than one 
SA enemy witha single hammer. 
& For example, try defeating 
all of the enemies with only 
one hammer in level 1-2. If 
you keep moving quickly, it's 
possible to get a score as 
high as 40,000 points! 


In the first six levels of each world, you must guide Mario to a key and use 
it to open a door, then rescue a Mini-Mario. In the seventh level, you'll 
guide your little buddies to safety in a Mini-Mario toy box. Level eight pits 
you against your longtime nemesis in an old-school face-off. 


You should master all of the 
special jumps, such as the 
handstand jump, handstand 
double jump and backflip 
jump. The backflip jump is 
especially useful when you 
have to generate a quick high 
jump to escape from danger- 
ous crumbling blocks. 


amer 


: 


In the last level of world 3, 
Donkey Kong throws two 


A ERR t f Is. Rolli = 
Once you finish the six main worlds and defeat RUE de ed ip 


Donkey Kong, you'll unlock six "Plus" worlds, screen and flipping barrels 
each composed of six new levels. In addition, always land on the ground. 
you can unlock several expert levels by collect- 3 You can stop the rolling bar- 
ing stars. You'll receive a star for completing a rels with your feet by doing a 
level with all three presents and achieving the Беа handstand 

high score. à 
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[STARIBONUS) 


We've provided some strategies to help you achieve the high scores and unlock 
the expert levels (you'll earn one per eight stars). The first couple of worlds are 
pretty straightforward, so our coverage kicks off with world 3-1. 


Jump onto the moving platform and 
duck under the wall. Rather than wait 
to be carried to the key, jump onto the 
upper platform when the lava stream 
rises. Do the same on your way back 
to the door. 


In the second part of the level, hop onto the moving platforms and duck 
under the walls again. When the lava stream raises the second platform, 
leap onto the ledge to your right. From there, jump along the bouncing 

enemies to nab the presents, then do a backflip to reach the Mini-Mario . 


yellow present. Before you bounce off the spring nearby, pick up the Shy 
Guy to bring him with you. While standing on the platform above the right- 
most chain, you can toss the enemy at his cohort below for 600 points. 


In the second section of the level, per- 

И forma backflip to grab the blue pres- 
ent, then another to reach the blue 
switch. By doing so, you can bypass 
the rest of the buttons and rescue the 
Mini-Mario immediately. 


Jump onto the first elevator then grab 
the 1-Up and do a backflip onto the 
platform overhead instead of waiting 
for the elevator. You'll save a couple of 
precious seconds and look cool in the 
process. 


Make your way across the next pair of 
| elevators, then climb the far-right 


chain and snag the present. Quickly 
slide back down, pick up the key and 
try to time your jumps for when the 
elevators are in the middle. 


In part two, you can avoid problems 
with the fire birds by using the falling 
|] blocks to ascend the level as quickly as 
| possible. Also, you can backflip onto 
the platform that leads to the blue 
present rather than wait for a block. 


tam) Quickly hop onto the first block as it 
its the ground, then immediately do a 
backflip onto the platform with the 
present. While the block is still rising, 
jump across it and grab the key to 
shave a few seconds off your time. 


п part two, hop onto the far-right 

Н block andrideit to the chain. Grab the 
yellow present then drop back onto 

the block and leap to the static plat- 

orm. The next block to your left will 

carry you to the upper part of the level. 


Head left and jump on the blue switch 
then run across the crumbling walk- 
way and snag the blue present before 
dropping back to the start point. Run 
to the blue blocks floating over the 
ava and do a backflip to cross the gap. 


WORLD 3-4 29,500 


m3: з р Jump on the second blue button then 


grab onto the chains and reach out for 
the blue present. Proceed left and pick 
up the key, then jump on the red 
Switch and make your way back to the 
door via the moving platform. 


ђ At the beginning of section two, make 
1 your way to the first Shy Guy as 

M quickly as possible so you don't have 

] to wait for his flamethrower. To 

Я retrieve the yellow present, pick up 

j the guy and throw him on the spikes. 


You can pick up the Shy Guy in the top- 
left corner and drop him on his buddy 
for an easy 600 points. You should also 
have time to snatch the 1-Up if you 
weren't slowed by the flamethrower 
mentioned in the previous tip. 


WORLD 3-6 * 27,000 


You'll have to exercise a little patience 
to avoid falling into the lava. Hit the 
blue switch and make your way down 
to the red present on the bottom-left 
platform, then hit the red switch, 
swipe the key and return to the door. 


In section two, perform a backflip to nab the yellow present, then pick up 
the Shy Guy overhead and toss him at the one to your right for 600 points. 
You'll find the blue present in the lower right-hand corner of the level. 
After you procure it, use the bouncing enemies to reach the Mini-Mario. 
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WORLD 3-MM ж 14,000 
a 5 ) 3 Trigger the blue switch at the begin- 
ch un ning of the level, then proceed to your 
right and climb the ladder that appears. 
M Jump over the toy box for the time 
| being so your little buddies will snag 
the letter T. 


à Continue right, bounce on the spring 
and wait for the Mini-Marios to join 
Ў you. Climb the ladder and depress the 
yellow switch then lead your pals left 
j| to the 0, hitting the red switch along 
the way. 


Activate the nearby yellow switch 
1} then the red switch to make the toys 

| fall. Climb the ladder and hit the blue 
switch before the little guys reach the 
end of the conveyor belt. Drop, head 
right and lead them to the toy box. 


PE 


ma 


Jump on the yellow switch when both Thwomps are at the top. Grab the 
key and hit the red switch, then lure the Thwomps down and depress the 
yellow switch again to trap both of them beneath the door. When you get 
up there, be sure to snag the present before you leave. 


In part two, head right, jump on the 
L5 falling spikes and Plow the conveyors 
ТЕГЕ га to the blue switch. Activate it and 
xs i head back down to grab the yellow 
present, then take the high road to the 


Mini-Mario (jumping over the Thwomp). 


WORLD 4-3 r 31,500) 


ya х Do the following very quickly. Press the 
bottom-right blue switch then hop 
back onto the platform. Jump on the 
M blue blocks then onto the second mov- 
ing platform, and backflip to the ledge 
with another blue switch. Imme- 
diately leap from the top moving plat- 
orm to the blue ledge. Do a backflip to 
snatch the yellow gift,fall to the mid- 
dle moving platform, press the yellow 
switch, grab the red gift and nab the 
ey. Press the blue and yellow switch- 
es again as you ascend to the door. 


Timing is very important in the second 
section as well. You'll turn the red and 
BE blue Boos into platforms by hitting the 
ES corresponding switches, but you must 
do so when the ghosts are in the prop- 

Й er positions (see screenshots). 
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WORLD 3-DONKEY.KONG * 


Do unm Asheis wont to do, Donkey Kong 
БК УД ЖИШШ will toss barrels and rocks at you. 

As Ms. Shimura pointed out, you can 
use your feet to prevent the rolling 
barrels from bouncing off the 
screen. When you pick up a barrel to 
throw at DK, jump on the set of 
platforms that's currently free of 
falling objects. 


eene 


ive 


Bounce from the spring and climb the ropes to reach the middle walkway, 
then drop to the small red platform and do a backflip to nab the present. 
Trigger the blue switch, pick up the key and throw it on the conveyor belt. 
Jump on the red switch and retrieve the key with a couple of backflips. 


To squeeze past the gaps in the sec- 
ond part of the level, crouch and let 
the Sir Shovalots push you through. Be 
careful on the orange platforms— 
they'll collapse from under your feet if 
you stand on them too long. 


WORED 4-4 * 


snag the red present, then use the fall- 
en spikes to reach the chains. Proceed 
to your right and pick up the yellow 
present, then trigger the blue switch 
BJ and make your way back to the chains. 


рт! үнүн) 


Climb to the top of the level this time, 
and do a backflip to reach the red 

d switch to your left. Drop onto the lift 
and grab the key, facing the Boo as 
oftenas possible to keep it away from 
you. Take the lift up to the door. 


In section two, climb the ladder and 

B use the Sir Shovalot to jump on the 
blocks to your left. Hop to the 1-Up 
platform then hit the blue switch. Ride 
the lifts back to Shovalot and let him 
push you onto the Mini-Mario. 


nintendopower.com 


WORED 4-5 
Br (apa In тет : БЕГИШ f MB Ride the far-left platform to the top of 
E | ега li : the level then drop through the middle 
for the red present. Hit the blue switch, 
take the right platform back to the top, 


then hit the yellow switch, get back on 
the left platform and climb to the key. 


Bounce off the spring 

jump off the ledge to nab the yellow present. After the conveyor belt car- 
ries your stunned body back to the spring, bounce up and drop onto the 
belt again so you can backflip to the key. Drop it on the belt and follow it. 


In part two, trigger the yellow switch үт 


en the red switch to trap the lower Fs FC 


t 

two Boos on the left side of the In section two, activate the blue switch then the red switch to drop the Sir 
screen. Ascend to the other set of Shovalot to the floor. Hit the blue switch again, then let him push you to the 
S 
t 


witches and hit the blue one to set left, and jump on his head to reach the ladder. Hit the red switch when the 
he blue Boos as stepping-stones. Boos are in position to help you cross the gap. Nab the blue gift and repeat. 


ump on the Mini-Marios to grab onto 

he rope, then climb up and press the s ee6 three different-colored Shy Guys 
це switch. Drop back down and hit then proceed to immolate them by 
е red switch to trap the Thwomp up pounding on the switches. Pick up 
op, then lead your doppelgangers whichever bashful baddie isn't on 
ight and push the yellow switch. CORRS) Bim) fire (it won't burst into flame in your 
Y à ШЕ hands), then carefully navigate the 
ead the Mini-Marios to the letter Y platforms and toss the unfortunate 
en turn around and climb the ladder N = 4 s а Shy Guy at the toy-stealing ape. 

o your right. The toys will bounce off 

e spring to join you. Head left, and 

when the Thwomp falls, hit the blue 

switch to trap it, then grab the О. 


nd lead your tiny buddies 
back to the spring. Once they've 
rejoined you, trigger the red switch 
and leap onto the ledge that appears. 
[xj] The Mini-Marios will follow, bringing 
Ш them within reach of the toy box. 


There are two worlds left to go, but if you've 
managed to earn all of the stars up to this point, 
you should be well-prepared to 
tackle the rest of the high scores. 
If you're having trouble, remem- 
ber to look for shortcuts using 
your backflip or double jump, 
and try to perfect the timing 
of any moving elements in 
the level (lifts, Boos, etc.). 

After you defeat Donkey 

Kong in World 6, you'll have 
access to all of the Plus 
worlds, as well as the expert 
levels that you've unlocked. 
Mario and Donkey Kongs 
renewed rivalry packs as much 


gameplay as youd expect from 
the dynamic duo. 
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Prisoner of Azkaban for the GBA is an immer- 
sive ano spellbinding rpg for all ages. 


2004 Electronic Arts Inc. Harry Potter and all related charac- 
ters and elements are trademarks of and ©. Warner Bros. Enter- 
tainment Inc. Harry Potter Publishing Rights ~- JKR. 


l SOMETHING WICKED THIS WAY COMES 


Harry, Ron and Hermione, along with many other young witches and wizards, um, 
are returning to Hogwarts School of Witchcraft and Wizardry for what promises Ш 
to be another exciting—and dangerous—year in EA's RPG based on J.K. Rowl- 
ing’ Third novel. Sirius Black, an escaped Azkaban inmate, is at large and rumor 
has it that he’s out to get Harry. To make matters worse, the Dementors, feared 


guards of Azkaban Prison, have been spotted nearby. A great menace is coming 
for Harry—he'll need his friends now more than ever. 


Harry, Ron and Hermione each have unique spells 
and special moves that allow him or her to aid the 


1 The battle system revolves around turn- 
3 based magical encounters that let Harry, 
Ron and Hermione gain experience and 
level up. Each character possesses one 
unique spell and abilities called special 
moves. Spells level up with use; each one 
м DP] has three forms: uno, duo and tria. 


other two. Explore new locations, including the ; 
Hogwarts Express and the Shrieking Shack, 
gather over бо collector's cards, play enchanting = Ж 
minigames and more. 


Dress for Success 


General К | | wel: ^46 
logwarts/Instruction Н e 1,50; 
hitch З 
TP i 348/3 


0/1 
Fulbert the Tearful p 


|B Horklump Spores 


Шоста Details SELECT Card Combo — 


Harry's special moves are three-card When you bump into an enemy that Equip Harry, Ron and Hermione with 


combos that summon a wide array of isn't in your Folio Bruti, the creature items to raise their Defense, Agility 
EVERYONE magical effects during an encounter. will be shrouded in a magical blue cloud. and Magic Defense. You can find equip- 
| You will be able to use a card combo Engage the unknown foe in a magical pable items in treasure chests, or pur- 
Mild Fantasy Violence | once you collect all three required encounter and cast Informus оп It; its chase them from Fred and George's 
cards (some combos use up cards). info will be added to your Folio Bruti shop (see page 92). Some items are 
Бр Card combos are categorized by their once you defeat it. View each critter's character-specific; for instance, only 
effect type in the Folio Universitas. info to learn its spell weaknesses. Harry can equip the Quidditch items. 
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Į LEAKY CAULDRON 


Talk to Cornelius Fudge; he'll show you to your room and p 
ent you with your first three collector's cards. Find thre 

in chests in the Leaky Cauldron. Hagrid has left a pa 
contains The Monster Book of Mo: 

beastly book to win a School Ко 


Rons Predicament j pells 0 А Game of Cat and Rat 


After you give the Rat Tonic to Ron, Hermione's cat, Crookshanks, will chase 
Scabbers away. Choose to help Ron or Hermione retrieve his or her familiar; 
who you choose will determine your rewards. 


RON WEASLEY 


If you go with Ron to search for his rat, Scabbers, 

я you'll cast his Alohomora spell to open the two 
After you exit your room, you'll Each character knows spells that locked doors in the Leaky Cauldrons cellar. 
run into your close friend Ron he or she can use to interact with 
Weasley and his parents. Talk to the environment (see page 92). In 
Ron about his sickly rat then chat the cellar, use Lumos to illuminate Д 
with Tom, the innkeeper. Enter the hidden paths, and Flipendo to pee e ie 
cellar to search for the Rat Tonic. move or break objects. a p HUE Шү = 


| Cellar-Crawling 


күзне 
| Oeo ue ИЙ 

New enemies in the cellar will be Ин ыыы | 

concealed in a blue magic cloud. 

After you cast Informus on a foe, 

you'll be able to see its true form 


е adventure map from that i HERMIONE GRANGER 


ро ida en is grouped with If you choose to help Hermione find her cat, 
CINE ABIES Crookshanks, you'll rely on her Reparo spell to fix 
the broken stairs in the Leaky Cauldron's cellar. 


Rat-Tonic Trouble 


When you find the Rat Tonic, a rat 
has consumedit and mutated into 
MI agiant rodent. Battle the giant 
à | rat to obtain the Rat Tonic 
— Š (Incendio or Verdimillious works 
casts a spel well). Use Flipendo to move the 
Incendio Uno nearby pillar, then exit the cellar. 


| HOGWARTS EXPRESS 


Find a seat in Professor Lupin’s compartment or chat with your 
fellow students before settling down for the ride. When Neville 
loses his toad, help him by searching for it in the baggage car. 
After the Dementors appear and Harry passes out, bar the door 
with Flipendo— Professor Lupin will come to your rescue. 


RON WEASLEY HERMIONE GRANGER 


Ron's task is to find some chocolate for Harry. "3 Professor Lupin will ask Hermione to find the con- 
Travel right through the baggage cars to the buffet =. ductor. Walk left through the passenger cars. The 
car. Talk to the lady there to obtain the chocolate. conductor is at the left end of the far-left car. 


T DA et E S i 


P | 
pus : : j E 
NS mmm 
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| NAVIGATING HOGWARTS | 


Hogwarts is a huge castle with seven floors and more twists and turns than 
an old-fashioned roller coaster. If you aren't sure where to go, talk to the other 
students—they can offer guidance. Search every nook and cranny of Hogwarts Y 
for treasure chests and creatures. Watch your step, though; the Dementors could ^ How Pater, better natch out = 


Dementors are 


be lurking in the shadows. 


Fred and George's Shop 
Se | E YU Hogwarts Halls : : шш) Weasley Wares 


he Portrait Roomis through = Fred and George run a shop in 


the east passage on the first @ 5 Vigsenweld Potion the lower-right corner of the 
oor. If you memorize which A Grand Wiggenweld Potion seventh floor. The bulletin 
ortraits lead to which _ > board in the Gryffindor 
oors, it will make navigat- Common Room has an ad for 
ing Hogwarts a breeze. Sickles 1,617 sse ф their shop. 
you prefer getting around Fred and George's Shop You can buy an assortment 


by foot, use the Grand С of goodies there, such as 
Staircase. The stairs reach фроте ao equipment, potions and 

| all seven floors of Hogwarts; Collector's Cards. The twins 
a door atop each flight leads will also buy your unwanted 
to the next floor. The first ib tail D items. 
loorisatthebottomofthe $ 

Grand Staircase. 


OYA Chinese Fireball Dragon-hide Cloak 


Sickles 1,617 1350, 98 


The Wizard Card Collector's Club 


The Wizard Card Collector's Club is located on the fifth 
floor; enter the door on the left wall. If you've collected an 
entire category of cards, you can open the corresponding 
chest to obtain a prize, such as access to the Tea Leaf 
Divination minigame. You may need to play through the game 
more than once to find all the cards. 


|| READING, WRITING & MAGIC 


Climb the Grand Staircase to the seventh floor and walk to the far left to find a gathering of fel- 
low Gryffindor students. Speak to the fat lady in the portrait to enter the Gryffindor Common 
Room. Listen to Professor McGonagalls announcements then rest for the night. When you 
wake up, head down to the first floor for your morning class. 


LUMOS (Harry) ALOHOMORA (Ron) REPARO (Hermionei 


E NET I QNM Cast Lumos to illumi- Alohomora opens The Reparo charm 
you'll learn. The spells in the top nate your way and gates that are sealed fixes broken objects, 
row are usable only outside of reveal hidden paths. with a magic lock (not such as staircases. 
normal doors). 


res reer 


p 


Spell Chart 


encounters. 
FLIPENDO (All) DIFFINDO (Harry) SPONGIFY (Ron) GLACIUS (Hermione) 
Cast Flipendo to push or + Diffindo slices through Cast Spongify опа. Glacius cools fire and 
break specific objects barriers such as spi- Spongify Pad to spring creates ice bridges 
(barrels, blocks, etc) derwebs. It is also a across gaps. It also over liquid. It is also a 
ч ока powerful attack spell. weakens foes' attacks. strong attack spell. 


Transfiguration Class Care of Magical Creatures Class 


Diffindo 


Enter the Transfiguration classroom (through the left door on the first At his hut on the Hogwarts grounds, Hagrid will ask you to recover five 
floor). Listen to Professor McGonagall's lesson; she'll instruct Harry escaped The Monster Book of Monsters texts. Hagrid will give each 


and Hermione to find her in a maze. Navigate the maze and defeat character a new spell: either Diffindo, Spongif y or Glacius. Enter the gar- 
Crabbe and Goyle at the end (use Incendio or Verdimillious) to win a den maze, recover the five texts and defeat the Venemous Tentacula 
Black Pointed Hat, Quidditch Boots and the Petrificus Totalus spell. (use Diffindo and Glacius) to win Potions Gloves and a Pocket Watch. 
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| Meet Buckbeak RON WEASLEY 
5! ОЧ Hagrid's Care of Magical 
bi Creatures lesson involves a proud 
| Hippogriff named Buckbeak. 
| Dracoinsults the beast and ruins A^ 
«m Hagrid’s lesson. After everyone 
| leaves, Harry will ride Buckbeak, 
opening the Buckbeak's * Yardley Platt Collector's 
Hippogriff Glide minigame. Card 


* Manticore Collector's Card 
* Phoenix Collector's Card 
* Wiggenweld Potion 


If you choose Ron as your partner to gather potion 
ingredients, you'll cast his Alohomora spell to 
access areas of the Potions Classroom maze. 


Potions Class 


| Walk through the door left of the 
the Entrance Hall's stairs. Enter 
the Potions classroom and listen 


to Professor Snipe's lesson about 

Shrinking Potions. Choose Harry HARRY POTTER 

or Ron then enter the maze to If you choose the Hermione-and-Harry duo to col- 
collect five potion ingredients. lect potion ingredients, Harry's Diffindo spell will 


come in handy for cutting down thick spiderwebs. 
Collect ingredients in the maze; 
fou or then arein сүнө: At the З 
end of the maze, you'll encounter Е В 
ariver troll. If аа Воп, саѕї ё Merlin Collector's Card 
Spongify on the beast to weaken * Wiggenweld Potion (x2) 
its attack. Use Glacius and 
Incendo to take it out. Defeat the 


йык tne Snipe will reward you with the 
| Wingardium Leviosa spell. 


AGIC-FILLED MI 


Over the course of the game, you'll have the opportunity to link the GBA version of the game to the GCN and purchase the 
unlock four fun minigames by completing tasks or collecting kit from Fred and Georges shop in the GCN version. We'll 
specific sets of cards. Once you unlock a minigame, it will reveal more about the Owl Care Kit next month in our Prisoner 
appear under Mini-Games on the main menu. A special of Azkaban GCN strategy coverage. 

minigame called the Owl Care Kit will become available if you 


Buckbeak’s Hippogriff Glide Wizard Cracker Pop-It 
- Hop on Buckbeak's H wii we ИБ Line up Wizard 


back and soar Cracker Pop-Its by 
through rings of color and shape to 
bats to score create chains and 
points and add to score points in this 
the timer. Press A addictive puzzle 
to ascend and B to game. How many 
descend. can you pop? 


ine be 


Riddikulus Boggart Challenge 


[9 Prevent the 
1 shape-shifting 
Boggart from 
reaching the stu- 
dents by pressing 
the correct direc- 
tion on the Control 
Pad. 


The tea leaves tell 
all. Tap A repeat- 
edly to swirl the 
tea leaves in the 
tea. Press B to 
settle the leaves 
and receive your 
divination. 


{ THE DEMENTORS ARE COMING ry абада 


We've revealed less than one third of the trio's exciting tale. Is Sirius Black really after Harry? Why k 
is Mr. Potter so strongly affected by the mysterious Dementors? With his friends by his side and Ж 
you at the controls, Harry must discover the answers to these questions and more. e 


NINTENDO POWER | VOLUME 181| 93 


A 


"8 fection of the 


MIRRORED DESTINIES 
AND A FORGOTTEN PAST 


Ш ап age of turmoil, two heroes 
share a dark destiny. Max is a 
skilled swordsman with no mem- 
ory of his past, and Narsha is a | 
spirited princess from a distant 


Varios: No 


kingdom. "Together they form the | attack me any i 


it all you've zot! 


Shining Forces foundation. 


MAWLOCK’S MYSTERIOUS CARD: 


Mawlock, who will eventually join 
the Shining Force, is able to use 
character cards in battle. To find 
every card, talk to your allies and 
search inside buildings (check 


bookcases, paintings, etc.). So, you're telling me 


to collect cards? 


NEW RECRUITS WANTED 


You'll have many opportunities to recruit new members to the 
Shining Force. The most unique of the 33 recruitable characters 


take extra effort to find. 


GONG ҮС ЧӨЛ GORT 
Gong is the only Monk in Gort is a stout Dwarven 
1 the game. He has well- 3X1 Warrior, and one of the 


balanced stats and average heal- strongest characters you can 
ing; he's an all-around good ally in recruit. He's a solid choice for the 
any situation. Shining Force's front lines. 


lm. | BALBAROY а o E 
F Balbaroy is one of two Ly Arthur' stats are lower 
Birdmen you can recruit. AT] than those of the other 


He excels at flying over any terrain Knights you'll recruit, but he is the 
and can wield spears, lances and — only one with magic abilities. Build 
the mighty Hero-exclusive swords. him up—he'll be indispensable. 


PROMOTE GROWTH 


When a character reaches level 10, you can 
usually promote him or her (at a church) to a 
new class. Promoted allies return to level one 
and lose a small percentage of their stats, 
but they gain access to stronger weapons 
and can reach a higher maximum level. 
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SEGA AND ATLUS TEAM UP TO BRING STRATEGY-RPG BEACON 
SHINING FORCE TO THE GBA THIS JUNE! 


4 б буз 


Original game 
© Sega. 

O Sega/Amusement Mild Violence 
Vision, 2004. Co-pub- 


lished by Sega and Atlus. со ED BY 
ESRB 


BATTLE ESSENTIALS 


Several elements influence a bat- 
tles outcome; the terrain, the 
objectives,and who you take into | 
battle are just a few. Finish bat- 
tles quickly to reap a bonus, or |... 
draw them out to level up your 
allies—it's up to you. VL 


TERRAIN TACTICS 


Terrain will affect each character's 
Mobility, Defense and Attack. Your allies’ 
attributes determine the degree to 

4 which they are affected. For instance, 
some terrain types offer high Defense 
and Attack advantages but hinder 
Mobility for races such as Centaurs. 


FORCE FORMATION 


You can take 12 characters into a battle. Balance your group with Knights 
and Warriors for frontline, close-range combat, Archers and Mages for 
long-range rear assaults, and a Healer or two to tend to the injured. 


KNIGHTS AND WARRIORS 


| Knights and Warriors are masters of 
dishing out damage, as well as taking it. 
Lead battles with the heavy-hitting 
frontliners to protect your weaker char- 
acters from a direct assault. Knights’ 

71 mobility suffers greatly, however, in any 
21 non-flatland terrain. 


ARCHERS AND MAGES 


Archers and Mages can wreak havoc on 
quick, flying enemies with their ranged 
attacks, but they have some of the 
game's lowest Defense and HP. Place 
them at the rear of your group, behind 
the Knights and Warriors, to protect 
them from direct physical attacks. 


] THE HEALING FORCE 


Healers are essential to any battle, but 
they must be protected—keep a mini- 
mum of one Healer in the group at all 
times. You can also heal your characters 
with items such as Medical Herbs and 
Healing Seeds. Give your characters at 
least one healing item each. 


A 


| 
f 
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THE KINGDOM ОЕ GUARDIANA 


One year after Max washed up on 
the Guardiana shore with no rec- 
ollection of his past, his peaceful 
life takes a fateful turn. As Max 
follows his destiny, his training 
under the esteemed Lord Varios 
will be put to the ultimate test. 


COUNCIL WITH THE KING 


Speak with the Guardiana townsfolk then travel north through town to 
Guardiana Castle. Enter the throne room and speak with the King of Guardiana, 
Nova, Ward and Varios. When the king requests your aid, accept the task. 


THE BIRTH OF A NEW LIGHT 


After you accept the urgent quest, go to your group's headquarters (west of 
the castle) to round up your companions. Five friends will form the core of 
your team; talk to them in the headquarters to receive four character cards. 


HASTY PREPARATIONS 


After you've assembled your group, talk to the king to obtain 100 gold coins. 
At the item shop, buy at least six Medical Herbs and give one to each charac- 
ter. Record your journey at the church, then leave town. 


GUARDIANA POINTS OF INTEREST 


At the top of the castle | Theroyal treasury will be 
= tower, an elderly manis blocked by a guard until 
peering through a tele- after the second battle 
scope. If you stand at (see tip 2 in Guardiana's 
the opposite end of the telescope Downfall). Inside you'll find an anti- 
and press A, he'll back away. Talk dote, an Angel Wing, a DEF Potion, 
to him to find out what he saw. Power Wine and a Rousing Ring. 


ШЕ CHURCH THE TAVERN 


Each town has a church Gort, the legendary 

where you can revive Dwarven Warrior, whiles 

fallen comrades, lift away the hours drinking 

curses, promote your in the Guardiana tavern. 
allies and save your дате. 105 good Talk to him after the second battle; 
practice to save your progress he'll take up his axe once again to 
before and after every battle. join your cause. 


| GATE OF THE ANCIENTS 


A Rune Knight and his Goblin lackeys аге in the middle of a feeble 

attempt to open the door to the Gate of the Ancients when the 
Shining Force intervenes. You must protect the gate at all costs! 
VICTORY CONDITION: BO! EWARD CONDITION: 


DEFEAT THE RUNE KNIGHT WIN WITHIN EIGHT TURNS TO 
RECEIVE 250 GOLD COINS 


TACTICS: 


Arrange your group with Ken, Max and 

| Luke in the front, Gong on the flank, 
and Hans, Tao and Lowe in the rear. 
Defeat the first three Goblins then 
advance and take out the remaining 
two. After the Goblins are gone, focus 
your attacks on the Dark Dwarves 
then the Rune Knight. 


THE MOUNTAIN HUT 


A mountain hut lies east of the Gate of the Ancients. 
If you egress or retreat from a nearby battle, you can 
visit the hut. Talk to Gong and [ GONG 

Yogurt outside the hut. Chat Talk to Gong to make him 


with the people inside to find v on UN 
D efore the first attle; his healing 
Gongs card and to save. abilities will come in handy. 


REACH GUARDIANA 


The earthquake that shook the Gate of the Ancients has blocked 
the pass to Guardiana. The Shining Force must fight its way through 
the enemy-laden northern pass to reach home. 


DESTROY ALL ENEMIES WIN WITHIN 12 TURNS TO RECEIVE 
GET TO GUARDIANA THE DEMIBUSTER 


TACTICS: 


4 To earn the bonus reward, you must 
push forward to Guardiana; it helps to 
split up your forces. Defeat the first 
three Goblins then advance west over 
the mountains. Keep your strongest 
members on the front line and take 
out the foes. Travel south to the 
Я bridge and finish off the enemies. 


GUARDIANA’S DOWNFALL 


The Shining Force returns to Guardiana to find the city in sham- 
bles. Max arrives at the castle only to witness Runefaust's Silver 
Knight, Kane, strike down Lord Varios and the king. Talk to the 
townsfolk then head to Alterone to carry out the king’s dying wish. 


| MAE 


After you witness the 
demise of Varios and the 


When you return to 
Guardiana, swing by the 
tavern and chat with Gort—he"ll 
insist on joining the Shining Force. 


CLEAR THE COFFERS 


king, Mae will join your team to 
avenge her father. 


A KINGDOM IN RUIN 
3 


In Max's absence, Kane of 
Runefaust raids Guardiana in search 
of the key to the Gate of the 
Ancients. When he discovers that 
no such key exists, he foreshadows 
Runefaust's devious plans. 


After the king's passing, the guards 
will let you take what remains in 
the royal treasury. Unfortunately, 
Kane has already made off with the 
kingdom's most valuable posses- 
sion—the Light Saber. 


Max and the rest of the Shining Force must march onward to the 
Kingdom of Alterone. A gathering of Runefaust's minions and an 
army of Giant Bats lie between you and your destination. 


VICTORY CONDITIONS: BONUS-REWARD CONDITION: 


DESTROY ALL ENEMIES WIN WITHIN 10 TURNS TO RECEIVE 
GET TO ALTERONE 400 GOLD COINS 


TACTICS: 


When a battle has multiple victory 
conditions, you need to fulfill only one 
to end the battle. Advance north with 
your Knights and Warriors in the lead. 
Defeat the Dark Dwarves then move 
onward to face the Rune Knights. Use 
Ken (with a spear equipped), Tao and 
Hans to snipe the Giant Bats. 


THE KINGDOM OF ALTERONE 


Alterone is an opulent kingdom whose citizens are far more inter- 
ested in riches than in the state of the world outside their walls. 
When Max enters the castle to request support, he is met with flip- 
pancy and indifference—treachery is afoot. 
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A FRIEND FROM HOME 


Talk to the merchant who's standing to the right of the weapon shop's count- 
er; he'll recognize you as a fellow citizen of Guardiana. After he hears your 
story, he'll rush to the castle to inform the king of your quest. 


HELP YOURSELF 

Before you approach the King of Alterone, search the castle for treasure 
chests containing goodies. If you poke around the castle and talk to the people 
inside, you'll notice something very suspicious. 


| DEAL WITH DARKNESS 


| Alterone's cowardly king, concerned 

| only with his kingdom's well-being, 
strikes a dangerous deal with Kane. 
When you ask him for help, he'll run to 
tell Kane, who will have you thrown in 
jail. Khris will free you, join the Shining 
Force and usher you out of the castle. 


THE TOWN OF RINDO 


The Shining Force follows Runefaust's army to Rindo, a thriving 
port town and home to wealthy merchants. Claiming neutrality, 
the Mayor of Rindo will suggest you seek aid in Manarina instead. 


SEASIDE SIGHTS 

Talk to the townsfolk and search the city for useful items before you leave for 
Manarina. The chest in the building near the dock contains a rare Speed Ring. 
You can also talk to Mae in the headquarters to obtain her card. 


RINDO POINTS OF INTEREST 


i] When you first visit the Runefaust's army bought 
playhouse, a perform- up every boat in Rindo 
ance called The Glory of except the mayor's per- 
Runefaust will be show- sonal vessel. After you 


ALTERONE POINTS OF INTEREST 


THE BUILDINGS 


=| Nearly every building in 
| Alterone houses at 
i| least one treasure 
" chest. lf you search high 
and low, you can find everything 
from weapons to items to gold. 


THE PUSHCART 


If you nudge the push- 

cart, it will splash mud on 

anearby woman. Talk to 

her—she'll shove you 
into the water. Float to the chest 
and openit to find Power Wine. 


ing. After the sixth battle, the 
show will change in your favor. 


THE MAYOR'S HOUSE 


When you speak with 
| themayor he'll refuse to 
т) help the Shining Force. 
~ He'll change his tune 
later, when he needs your help 
(after the sixth battle). 


save his grandson from the circus, 
the mayor will give you his ship. 


THE WEAPON SHOP 


The Rindo weapon shop 

has a few newitems, 

suchas the Landslide axe 

and the Power Staff. 
Stock up on the specialty weapons 
for the battles ahead. 


KHRIS'S CARD 


After the fourth battle, 
talk to the lovesick man 
| near the castle entrance. 
Heis sad to see the 
object of his affection, Khris, 
leave, but he'll give you her card. 


THE WEAPON SHOP 


The Alterone weapon 
| shopis stocked with 
some handy new arms. 
If you have enough gold 
on hand, buy a Jagged Flash and 
give it to Gort. 


The forces of Runefaust, led by Kane, are tearing Alterone apart in 
an effort to capture the Shining Force. Defeat all the enemies to 
save the kingdom from suffering the same fate as Guardiana. 
VICTORY CONDITION: BONUS-REWARD CONDITION: 
DESTROY ALL ENEMIES WIN WITHIN 12 TURNS TO RECEIVE 
THE JAGGED FLASH 
TACTICS: 


The enemy will advance from the 
] north and the east. Split your force 
] into two even squads; move one east 
across the bridge, and one north. 
Send Khris with one squad and Lowe 
d with the other so both groups have a 
| Healer. Maintain a tight formation 
with both groups. 


ESCAPE FROM RUNEFAUST 


Far to the east, in the Kingdom of Runefaust, Lord Darksol has 
taken control of King Ramladu. Fearing for her life and the king- 
doms safety, Princess Narsha flees the castle with Mawlock. 


CHAPTER-ONE EPILOGUE: 


Darksols minions corner Narsha as she tries to escape. Dur- 
ing the battles second turn, a mysterious Assassin named 
Zuika will come to her aid. 


The battle will end s 


when the Dark Mage i is | v he 
defeated—take him PEN 
outforaswiftvictory. f ||. 
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ЕЮ TREK TO MANARINA 


In response to the recent invasions, Manarina has increased its 
security. As you approach the magical city, your force will be met 
by Manarina's guardian mages and beasts. Defeat them to enter the city. 


VICTORY CONDITIONS: BONUS-REWARD CONDITION: 


WIN WITHIN 18 TURNS TO RECEIVE 
THE DOLL HATER 


TACTICS: 


The desert will slow your group's 
Mobility drastically. Defeat the Dark 
| Dwarves with your hard-hitting 

| allies; back them up with Tao and 
Hans. Keep your team together and 
push north. Protect your weaker 
characters from Zombies—they have 

T high Attack Power and can poison. 


THE TOWN OF MANARINA 


Manarina is a magical city where the most talented mages in the 
land reside. Princess Anri of Guardiana is studying magic in the 
city. Tell Anri of her father's fall, then speak with Lord Otrant. 


DESTROY ALL ENEMIES 
GET TO MANARINA 


;A| ANRI ARTHUR 
" After you tell Princess f you talk to Arthur after 
iia Anriabouther father's WEZ you find the Orb of Light, 


fate, she'll join the Shining Force. 
Anriis a powerful Mage who excels 
at ice magic. 


the Centaur Knight will invite him- 
self into the Shining Force. Arthur 
will give you his card when he joins. 


7 OTRANT'S REQUEST 


Speak with Lord Otrant, the leader of 
Manarina. He'll ask you to enter the 
netherworld beneath Manarina to 
retrieve the Orb of Light—the key to 

1 the mystery surrounding the Legacy of 
the Gods. Prepare your group then pro- 
ceed to the Cavern of Darkness. 


WHAT LIES BENEATH MANARINA 


Enter the room behind Otrant's office then descend the stairs. Continue down 
two more staircases to appear in the Cavern of Darkness. After you obtain 
the Orb of Light and speak with the Spirit of the Spring, return to Otrant. 
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MANARINA POINTS OF INTEREST 


ANRI'S AND TAO'S CARDS 


Talk to the mage in the ] Youcan find Anri's card in 
room north of the the room northwest of 
library then search the thelost old man—search 
machine there to find a “= the bookcase in the 
Domingo Egg. Later you'llincubate room. Tao's card is in the treasure 


the egg to hatch Domingo. chest in the VIP mage’s room. 


THE PRIEST DEMON SUMMONING 


Manarina doesn't have a The mage in the base- 

church building, so the mentis conducting 

priest can be alittle experiments with demon 

tricky to find. He's in a summoning. Agree to 
nook above a staircase that leads watch his experiment to view а 
down to your headquarters. comical scene. 


The Cavern of Darkness is an evil place linked to the netherworld. 
A formidable skeleton and its minions guard the Orb of Light. Leave 
the treasure chests for after the battle. 
BONUS-REWARD CONDI B 
WIN WITHIN 10 TURNS TO RECEIVE 
500 GOLD COINS 
TACTICS: 


Protect your weaker characters from 
the zombies and push toward the 
skeleton. Take out the Giant Bats 
quickly, or they will put your team to 
sleep. Equip your Warriors with 
Jagged Flash axes and your Knights 
with spears to assist Tao, Anri and 
Hans against the Giant Bats. 


SPIRIT OF THE SPRING 


After you show Otrant the Orb of Light, enter the door 
north of the Cavern of Darkness's stairway. Inside, 
speak to the Spirit of the Spring. 


RETURN TO RINDO 


The Shining Force returns to Rindo in hopes of finding a ship in 
which to cross the sea. Unfortunately, only one boat remains in 
Rindo’ harbor, and it belongs to the mayor's family. You'll have to 
strike a deal with the mayor—coincidentally, he needs your help. 


KIDNAPPER ON THE LOOSE 

When you visit the mayor to request the use of his family's ship, his household 
is in distress. The mayor agrees to let you use the ship if you find his missing 
grandson, who was last seen near the circus tent. 


RINDO CIRCUS 


Mishaela, a legendary witch in Runefaust's service, has gathered a 
force of evil dolls to put an end to the Shining Force. Defeat the 
marionette (the boss) to save the mayor's grandson. 
VICTORY CONDITION: BONUS-REWARD 


DEFEAT THE MARIONETTE WIN WITHIN 8 TURNS TO RECEIVE 
THE ZOMBIE CHARMER 


TACTICS: 


Stick together to defeat the man- 
nequins, Evil Puppets and Giant Bats. 
When you reach the marionette, sur- 
round it (ignore its Dire Clown guards) 
and focus all your attacks on taking it 

| out. It casts Freeze Level 4, so keep 

| your weaker characters out of its 
casting range. 


SHIP SABOTAGE 


With his grandson returned safely, the mayor honors his word and 
grants you unlimited use of his boat. Just when things are looking 
up for the Shining Force, Mishaela appears and torches the ship. 


INTO THE WOODS 


After his ship sinks, the Mayor of Rindo tells you to visit Shade 
Abbey, where you'll find a guide to lead you to Bustoke. Leave Rindo 
and travel north through the pass to the abbey. When you enter the 
abbey, the people there seem frightened and disoriented; a dark evil 
has taken hold of the area. 


ABBEY OF THE LIVING DEAD 


Shade Abbey is crawling with undead disguised as people. Search the library 
for Balbaroy's card; it's hidden in the right-hand bookcase. Enter the chapel to 
meet the one behind the twisted necromancy. 


BALBAROY 


1 Balbaroy, one of the last | Amon will join the Shining 

remaining Birdmen, will 1 Force after you free her 
join your cause after you savehimat ^ and Balbaroy from Darksol's undead 
Shade Abbey. He and his wife, Amon, minions. She will give you her card as 
are formidable airborne fighters. thanks for her freedom. 


| AMON 


Balbaroy is trapped in the Shade Abbey chapel where Darksol has 
set up an ambush complete with zombies, skeletons and a ghoul. 
Defeat the smaller foes then focus all your attacks on the ghoul. 


DESTROY ALL ENEMIES WIN WITHIN EIGHT TURNS TO 
RECEIVE 1,000 GOLD COINS 


TACTICS: 


>) At the beginning of the battle, Max 
will be separated from the rest of 
the group. Arrange Max, the Knights 
and the Warriors in a line between 

4 thefront BHO EWS: Form a protec- 

tive arc around your Healers, Mages 
and Archer then take out your foes 
as they approach your front line. 


CHAPTER-TWO EPILOGUE: 


Narsha and her companion, Zuika, continue west in search 

of the Shining Force. They arrive at a wharf only to be sur- 

rounded by Outlaws, a Gobgouitch and a giant sea monster 
named Kraken. Use Narshas 
Aura spell to heal. You 
can run past Kraken, 
but if you defeat it you “ € " ы 
will score 2,000 gold jl. d 
and a Heavy Mace. М 


AY THE LIGHT BE W 


Just a head lies Bustoke, where Runefaust's army has imprisoned - 
every man in the village and poisoned Zylo; King of the Forest— 
theres no time to waste! Max - A 
and the Shining Force, hot on | 
Runefaust’s trail, near their 
meeting with Narsha and her 
companions. Six more chapters 
of adventure await you, hero. The 
force will prevail! e 


оа 
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Win the 8 Classic NES 
Series games and the new 
limited-edition GBA SP . . . 


plus a Kong-sized classic! 
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Мате 


Address 


City State/Prov. Zip/Postal Code 


Др] терпе No 


ТИГЕ жий 


t 
A. How ol u? G. Which of the following classic NES sports games is your favc 

1.Under6 2.6-< 10-12 4. 13-16 5. 25 or older 1. Baseball Stars Double Dribble 3. Pro Wrestling 

h-Out!! 5. Skate or D mo Bow 

B. Sex and Field | 

1. Male 

H. Which on/adventure games is your favoi 
c ticle in this issue 1. Castl r 3. Ghosts ‘n Goblins 
A es 2.Puyo Pop Feve 
4. Harry Potter and the Prisoner of Azkaban 8. Mel 
ic NES ar 
Jalloon Fight 

D ite preview Mario Е 


Wi 


Cell Pandora Tomorrow 


F Where 


1. Ata vi Р 


'okémon games 


out) 
me out) 
came out 


and 


and S 
and 


do Player's Guides 


Catch up on the classics! Order from among the Nintendo Power issues 
listed on the back of this form. The prices shown include the cost of shipping Back issues of Nintendo Power and Official Nintendo Player's Guides have 
and handling ing i 

Е ° Н all the gaming information and strategies that you need, and it's all straight 
— from the source 


Name 


felephone No. 


Please check method of payment 


LJ Check or Money Order LJ M 
(Pay. 


BM NES OF sympyonin fent 


o Nintendo) 4 Veo remm 
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Credit Card Number 


Cardholder's Signature 


оідег' Name 


Player's Guides 
Quantity (Limit 5 of each guide) 


#53480 
#53678 
#51557 
#51671 
#52879 
#51560 
#51559 
#51558 
#51950 


#51554 


#51553 
#51552 
#50972 
#51058 
#50480 
#50000 
#49999 
#48397 
#48019 
#48021 
#47082 
#47649 
#47648 
#45835 
#44621 


#42941 
#42940 


Pokémon Colosseum 
Metroid: Zero Mission 

Final Fantasy: Crystal Chronici 
Sword of Mana 

Zelda: Collector's Edition 
Mario & Luigi: Superstar Saga 

Mario Kart: Double Dash!! 

Fire Emblem 

Star Wars Rogue Squadron IIl 

Rebel Strike 

Super Mario Advance 4 

Super Mario Bros. 3 

Final Fantasy Tactics Advance 

F-Zero GX 

Advance Wars 2: Black Hole Rising 
Donkey Kong Country 

Golden Sun: The Lost Age 

Pokémon Ruby and Pokémon Sapphire 
Zelda: The Wind Waker 

Zelda: A Link to the Past/Four Swords 
Metroid Prime 

Metroid Fusion 

Star Fox Adventures 

Animal Crossing 
Super Mario Sun: 
Super Smash Bros. Melee 
Zelda: Oracle of Seasons and 
Oracle of Ages 

Zelda: Majora's Mask 
Pokémon Gold and Silver 
Zelda: Ocarina of Time 


U.S 

Price 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 


$16.95 


$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 


$16.95 
$16.95 
$13.00 


Nintendo Power 


Р.О. BOX 97062 
Redmond, WA 98073-9762 


$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 


$19.95 


$19.95 
$19.95 
$19.95 
$19.95 


$19.95 
$19.95 
$19.95 
$19.95 
$19.95 


$19.95 
$19.95 
$17.50 
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Total Nintendo Power US 

Amount Quantity (Limit 5 of each issue) Price 
#51664 Volume 180 (Jun. ‘04) $6.00 
#51663 Volume 179 (May ‘04) $6.00 
#51662 Volume 178 (Apr. ‘04) $6.00 
#51399 Volume 177 (Mar. ‘04 $6.00 
#51398 Volume 176 (Feb. $6.00 
#51397 Volume 175 (Jan. ' $6.00 
#48017 Volume 174 (Dec. ‘03 $6.00 
#48016 Volume 173 (Nov. $6.00 
#48015 Volume 172 (Oct. ‘ $6.00 
#48014 Volume 171 (Sep. $6.00 
#48012 Volume 170 (Jul/Aug. '03) $6.00 
#48011 Volume 169 (Jun. ‘03) 
#48010 Volume 168 (May ‘03) 
#48009 Volume 167 (Apr. ‘03) 
#48008 Volume 166 (Mar. '03) 


#48007 
#48006 
#46333 
#46332 
#46331 
#46330 
#46329 
#46328 
#46327 


State Sales Tax-V 
idents add 6%; Ma 
idents add 7.25' 


address 


>t on this list are either sold out or 
es include shipping and handling. Price: 


Volume 165 (Feb. ‘03) 
Volume 164 (Jan. '03) 
Volume 163 (Dec. ‘02) 
Volume 162 (Nov. ‘02) 
Volume 161 (Oct. ‘02) 
Volume 160 (Sep. ‘02) 
Volume 159 (Aug. '02) 
Volume 158 (Jul. *02) 
Volume 157 (Jun. '02) 


hington State residents add 8.8%; Michigan State 
/o; California State 
ate residents add 6.25%. Of fer valid while sup: 
5 for delivery. Enclose this card along with 
ayment or credit card information іп a stamped envelope and mail to 


setts State residents add 
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Place 
First Class 


Stamp 


Here 


Canadian 
Price 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$8.50 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 


Subtotal 


Sales Т; 
Toal 


$ 


$ 


Total 
Amount 


Grand Prize 

1 Winner 

Show your love for Nintendo retro—on the 
go and in your pad—with the new Classic 
NES Limited Edition GBA SP and the entire 
eight-game Classic NES Series, plus a 
vintage Donkey Kong arcade cabinet! 


CLASSIC NES SERIES 


CLASSIC NES SERIES CLASSIC NES SERIES 


Second Prize 
10 Winners 


Flaunt your superfan status with the new Classic NES 
Limited Edition GBA SP and your choice of two Paks from 
the Classic NES Series: Donkey Kong, The Legend of 
Zelda, Super Mario Bros., Pac-Man, Excitebike, Ice 
Climber, Xevious and Bomberman. 


Third Prize 
50 Winners 


Join the elite ranks of gamers who 
have won the extremely limited- 
edition Nintendo Power T-shirt! 


EVERYONE 


YOU CAN'T WIN 
IF YOU DON'T SEND IT IN! 


Official Sweepstakes Rules 


NO PURCHASE NECESSARY. PURCHASE WILL NOT 
IMPROVE ODDS OF WINNING. Only legal U.S. or 
Canadian residents (excluding Puerto Rico and 
Quebec) who are not employees of Nintendo of 
America Inc. ("Sponsor") or its affiliates (or their 
immediate families) are eligible to enter. Void 
where prohibited. To enter, either fill out and mail in 
the Players Poll entry form or print your name, 
address, telephone number and the words "NES 
Classic Collection" on a postcard, and mail the 
entry to this address: 


NINTENDO POWER 
PLAYER'S POLL VOL. 181 
P.O. BOX 97062 

REDMOND, WA 98073-9762 


One entry per household. To be eligible to win a 
prize, entries must be completed and received by 
Sponsor by 7/1/04 (“Entry Deadline”). Sponsor is not 
responsible for: (a) late, lost, illegible, or misdirect- 
ed mail; (b) disruptions or damages due to events 
beyond Sponsor's control; or (c) printing or typo- 
graphical errors. Entrants consent to being placed 
оп a mailing list for promotional materials. On or 
about 7/15/04, winners will be randomly drawn from 
all eligible entries received by the Entry Deadline. 
Canadian entrants may be required to correctly 
answer a timed skill testing question to claim a 
prize. Sponsor will attempt to notify winners by mail 
by 8/15/04. Prizes not claimed within 14 days after 
notification or which are undeliverable will be for- 
feited and will not be awarded to an alternate win- 
ner. Unless prohibited by law, winners consent to 
Sponsor's promotional use of their names, likeness- 
es and other personal information without further 
compensation. Odds of winning depend on total 
number of eligible entries received. Many will 
enter, a total of 61 will win. No transfer or substitu- 
tion of prizes permitted, except that Sponsor may 
substitute a prize of equal ог greater value for any 
prize. For a copy of these rules, ог (after 8/15/04) a 
list of winners, send your request to the address 
above. VT residents may omit return postage. Grand 
Prize: One (1) Grand Prize winner will receive one 
(1) Vintage Donkey Kong arcade unit, one (1) 
Classic NES Edition Game Boy Advance SP and one 
(1) copy of the following Classic NES Series game 
paks for the Game Boy Advance: The Legend of 
Zelda, Super Mario Bros. Donkey Kong, Excitebike, 
Ice Climber, Xevious, Bomberman, Pac-Man. 
Approximate Retail Value (ARV) of Grand prize 
package is $1,760.00. Second Prizes: Ten (10) 
Second Prize winners will each receive one (1) 
Classic NES Edition Game Boy Advance SP and 
their choice of two (2) of the following Classic NES 
Series games paks for the Game Boy Advance: The 
Legend of Zelda, Super Mario Bros. Donkey Kong, 
Excitebike, Ice Climber, Xevious, Bomberman, Pac- 
Man; ARV: $140.00 each. Third Prizes: Fifty (50) Third 
Prize winners will each receive one (1) Nintendo 
Power T-shirt, ARV: $10.00 each. Prizes awarded 
may be different than products shown. TAXES ARE 
WINNERS’ SOLE RESPONSIBILITY. Canadian duties 
and brokerage fee/taxes may apply. Prizes won by 
minors will be awarded to a parent/legal guardian 
on their behalf. All prizes are awarded “AS 15” and 
WITHOUT WARRANTY OF ANY KIND. Winners (and 
if winner is a minor his or her parent/legal guardian) 
may be required to execute an affidavit of eligibility 
and release of liability as a condition of award. 
Affidavit not returned to Sponsor within 20 days 
after notice, will result in prize forfeiture. By enter- 
ing, you (and, if you are a minor, your parents or 
legal guardians) release Sponsor, its parent, and 
their affiliates, directors, officers and employees 
(collectively, “Released Parties”) from any liability 
for any claims, costs, injuries, losses or damages 
incurred in connection with the Sweepstakes or 
any prize (including those related to personal injury, 
death, damage to property, and rights of publicity or 
privacy). IF YOU ARE A MINOR, YOUR PARENTS OR 
LEGAL GUARDIANS AGREE TO INDEMNIFY EACH OF 
THE RELEASED PARTIES FROM ANY SUCH CLAIMS, 
COSTS, INJURIES, LOSSES OR DAMAGES SUF- 
FERED BY YOU. Entrants agree to be bound by these 
Rules and Sponsors decisions, which are final. 
Sponsor may change these Rules and/or suspend or 
cancel the Sweepstakes at any time if causes 
beyond Sponsor's control affect the administration 
of the Sweepstakes or Sponsor otherwise becomes 
(in its sole discretion) incapable of running the 
Sweepstakes as planned. Any provision of these 
Rules deemed unenforceable will be enforced to 
the extent permissible, and the remainder of these 
Rules will remain in effect. The Sweepstakes and 
all accompanying materials are Copyright 2004 by 
Nintendo of America Inc. 
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ecenter 


The most powerful legendary Pokémon in recent his- 
tory are about to fly into action—a TCG scene-stealer 
before Kanto’s Pokémon grab all the attention come September! 


Charmander, Bulbasaur and Squirtle—plus many others from Pokémon 
FireRed and Pokémon LeafGreen—were set to storm the Electronic 
Entertainment Expo just a few days after this edition of Pokécenter went 
to press. The highly anticipated new titles, based on the original 
Pokémon Red and Pokémon Blue games, would reveal a brilliant 

vista of the Pokémon world to the voracious Los Angeles video game 
crowd. Whether you're a Kanto newbie or you've been to the region 
before, Pokémon FireRed and LeafGreen have big surprises in store. 


Dawn of a New Day 


Long before Е’ attendees will get to check out the Game Boy Advance 
Wireless Adapter, you caught a glimpse of what it means for the Pokémon 
universe. Now we're bringing you an in-depth look at Pokémon FireRed 
and LeafGreen that will plunge you into the titles’ RPG gameplay. Kanto 
is where all the action's happening, and it's bigger and more beautiful 
than ever before—not to mention supersized with more storylines, but 
more on that in upcoming months! 


“= "= тюш 


i 3 S Е | ' There are three POKEMON here." | | So, RED, uou've decided on de — E^ 
P. í EE | Д "8168 рокенон SOUTRTLE? 


The epic begins їп Pallet Town, which has been You'll meet Professor Oak, the adventurous scien- After choosing Charmander, Bulbasaur or Squirtle, 
refashioned with scenery as stunning as Hoenn's. tist who presents you with a choice of Pokémon. you'll be prepped for the trip of a lifetime. 


BRG 
RED 
SAVE 

OPTION 
EXIT 


| P POKHON 


ча 
vai: 


Check and organize POKEMON that are 
traveling with you in your party. 


ave ample oppor- Rattata evolve into some of the fiercest combat- The mesmerizing water reflections first seen in 
okémonin the grass. апїѕ іп the world of Pokémon—catch'eminKanto. Ноепп now make a splash in Kanto. 


On the Wireless Horizon 


on the cutting edge of wireless gameplay—a Wireless Adapter is included 


Gamers who take home Pokémon FireRed or LeafGreen in September will be E ; r^ c" 


with every Game Pak. The Union Room will be abuzz with up to 40 wireless ge! 


Trainers, all jockeying for position as the ultimate battler, trying to trade 
their ways to the perfect team and challenging each other in wireless chat. 
The Direct Corner, long the hub for battles and trades with other Trainers, 
will use wireless connectivity to make instant connections on the fly. Every- 


one’s going to want a GBA Wireless Adapter, and the new Kanto generation | ali 
will be leading the charge. 


Trading wirelessly is simple, whether 
you visit with scores of other 
traders in the Union Room, use the 


CHARNANDERS 110 
a 3 

What will FIGHT BAG 

CHARMANDER do? POKEMON RUN 


In just a few months, the air will be 
filled with intense battles as wire- 
less Trainers fight for bragging rights. 


È 
i P 
m 


room's mass-trading board or—as 
shownin the animated sequence— 
hook up in the Direct Corner for a 
quick swap with one wireless 
Trainer. 


Fab Future 


Visitors to Е’ will marvel at a bigger, MB 
brighter, better Kanto and the connective 
possibilities with Pokémon Ruby, Pokémon 
Sapphire and Pokémon Colosseum (check 
out the screenshots for just a taste!). Next 
month we'll let you in on more secrets and 
reveal details from the region and stun even 
the most seasoned Trainers! 


~OEEGENDS*CRASH THE PARTY 


Just when the thugs from EX Team Magma vs. Team Aqua have taken over pe 
Pokémon TCG territory, the Pokémon from EX Hidden Legends are making mr н 
some serious noise. Due on June 14, the fifth EX expansion threatens to show 

TCG Trainers which Pokémon are the real bosses of the card-slingin' set. Leg- 

endary Pokémon like Jirachi and Dark Celebi (Dark Celebi?), along with 

Hoenn’s ultimate heavyweights, are poised to rule the EX series for good. We'll 
have full details on the planet-rending expansion in Volume 182. Until then we 
highly recommend seizing what EX Hidden Legends power you can from the 
new Wish Maker and Forest Guardian preconstructed decks! 
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CCARD'COLOSSEUM 


Martin J. from Washington has chosen sides in the Pokémon-e TCG EX Team 
Magma vs. Team Aqua expansion and opted to rain down destruction—with 
hot lava. His “Mosh Pit of Magma" deck uses three main strategies. First and 
foremost, he crowds the Bench with Team Мартаѕ Pokémon—as many as 
he can, so he packs in Basic Pokémon—to power up the Team Play attack of 
Team Magmas Zangooses. Second, he'll use Team Magma Hideout and Team 
Magmas Baltoy in tandem to whittle down his opponent's team with shock- 
waves of damage. If Team Magma cards fail, he'll sic his Raikou ex on his prey. 


DECC MAME: MOSH PIT OF MAGMA 
TAUNT: “MAGMA CLAIMS ANOTHER VICTIM!" 


Card Key 
@ EX Ruby & Sapphire 


<< EX Team Magma vs. 
< Team Aqua 
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1. Use 60 cards to build your 


deck. You can't use more than 


four cards that have the 
same name—even if they 
have different art or powers. 


In time, Raikou ex will 
fall to self-inflicted 
wounds. When it's 
nearly KO'd, Martin 
swaps in Chansey ex 
and uses its Healing 
Egg repeatedly to 
remove two damage 
counters from all 
Benched Pokémon 
and prep Raikou ex for 
a fresh blitzkrieg. A 
second plan: Martin 
uses Potions to coun- 
teract Raikou ex's 
self-hurtin' ways. 


The more of Team 
Magma's Pokémon 
that Martin gets on 
the field, the stronger 
Team Magma's 
Zangoose becomes. 
The Team Magma 
Conspirator card lets 
him search his deck 
for two of Team 
Magma's Basic 
Pokémon and Energy 
cards, in any combi- 
nation. Martin often 
uses the cards to 
grab Team Magma 
allies from the deck if 
he's short on them. 


Martin needs Psychic 
Energy and Lightning 
Energy for his pivotal 
attacks, but he puts 
few of theminhis 
deck. The Team 
Magma Conspirator 
card also helps 
Martin get at the 
energy quickly. 


2. Balance your deck. If you're 
new to deck-building, use a 
traditional balance: 20-26 
Pokémon cards, 10-16 Trainer 
cards and 24-28 Energy cards. 


Bue Zangoose . 7OHR Ж) 


TEAM MAGMA'S 
ZANGOOSE 

Using Call for Family, the 
Pokémon can pull one of 
Team Magma’s Basic 
Pokémon or a Colorless- 
type Pokémon from the 
deck directly to the Bench. 


——— 


That helps it muscle up for 
its Team Play move, which 
does 10 damage per Team 
Magma Pokémon in play. 
Martin loads pals onto the 
field for explosive effect. 


Team Magma Hideout 


3 


a 


SS PEPE EPP EE EDD 


TEAM MAGMA 
HIDEOUT 


Team Magma Hideout is a 
Stadium card that causes 
all поп-Теат-Мадта 
Pokémon to suffer 10 dam- 
age upon entering the field. 


— o 


Team Magma Hideout tips 
the balance strongly in 
Martin's favor. The down- 
side: It doesn't hurt Stage 1 
and Stage 2 Pokémon. 


#83 * 


3. Name your deck. Whether 
you call your deck something 
funny or frightening, make 
the name sum up the deck's 
strategy. 


Raikou ех 100 HP 49 


єл Se 
bets, UM 
Lh NT. 


с —— 


storm his comp 
Team-Magma-oriented 
plan fails. It has 100 HP and 
the 70-damage Lightning 
Tackle mega-assault. 


—— 


Unfortunately, every time 
Raikou ex uses Lightning 
Tackle, a coin flip decides 
whether it self-inflicts 20 
damage. Look to the left 
for Martin's clever cure. 


0 Psymist | 
Í Rip 2 coins. For cach heads, choose | of. 
Í уса opponents Pokémon ond put | | 
|. damage counter on that Pokémon, || 


€ *9 Pain Amplifier 
Put | damage counter on each of your 
opponents Pokémon that already has 


TEAMMAGMA'S #32 x 
BALTOY 
Martin puts Team Magma's 
Baltoy into play after Team 
Magma Hideout has 
gouged many of the oppo- 
nent's incoming Pokémon. 
€ — 


Its Pain Amplifier causes 
all of a foe's injured team- 
mates to get one damage 
counter. Martin can wipe 
out a whole team quickly! 


4. Create a taunt (option- 
al). It's immature, but we 
like to get in our oppo- 
nent's face each time our 
deck wins a battle. 


@covossEUm'CONNECTION PAAY 


Phenac Stadium 
Level 50: Double Battle 


TRAINER ADAM’S POKEMON 


2 ~ z NINETALES 50 GOREBYSS 50 ZANGOOSE '50 
Adam J. from Ohio submitted a team that he thinks зураг Fire турс Water тураг Normal 
dominates in both Single Battles and Double Battles. Such Ability: Flash Fire Ability: PR Swim Ability: шш 
> 5 » Held нет: Lum Berry Held нет: Focus Band Held item: Leftovers 
crews are difficult to build, but Adam's struck us as worthy of SOME RECS жа 
момев: Moves: moves: 

a Pokémon Colosseum test against Supertrainer Tangut, the Attract Flamethrower | | Amnesia Iron Defense Brick Break Shadow Ball 

б . n « D . Confuse Ri Will-O-Wi Baton P: Surf Ret Swords Dance 
ultimate Trainer in Phenac Stadium's Double Battle series. —— he -— € 
Adam packs in combos—handy for Double Battles—like SKARMORY ‘50 | |VILEPLUME '50 | |ALAKAZAM 50 
using Gorebysss Baton Pass to transfer improved Defense _ | 7Pe: Steel-Flying Dp» Grass Роівоп 3yper Peychic 


Ability: Sturdy 


and Special Defense stats, but his team's real Double Battle Held ttem Cliósto Вену 


prowess lies in its tried-and-true fundamentals. Moves: 
Drill Peck Roar 


Rest Spikes 


Ability: Chlorophyll 

Held item: Quick Claw 
Moves: 

Aromatherapy Razor Leaf 
Moonlight Sleep Powder 


Ability: Synchronize 
Held Item: Brightpowder 
Moves: 
Ice Punch 
Psychic 


Recover 
Thunderpunch 


LET THE FIGHT BEGIN! 


Tangut could draw upon her 
Treecko, Torchic, Mudkip, 
Pikachu, Clamperl and Wynaut. 
We sent out Абат Vileplume 
and Gorebyss in hopes that we @ 
could use Vileplume's Sleep 
Powder to conk out anything 
that might hurt Gorebyss while 
it built a stat-happy Baton Pass 
for our other two backups: 
Alakazam and Zangoose, which 
have high offense but average 
defense. It didn't work out that 
way. 


It's super effective! 
Tangut sent in Mudkip and Torchic. 
The latter could fry Vileplume, so 
Adams Vileplume and Gorebyss 
ganged up on Torchic... 


Mudkip reflected double the special 
attack damage back at Vileplume 
withits Mirror Coat move. Vileplume 
didn't stand a chance and was KO'd. 


Over the next two turns, Vileplume 

double-lashed foes with Razor Leaf. 
It sliced Pikachu but gutted Mudkip, 

who barely survived the attack. 


It's vital to know when to sacri- 
fice a Pokémon to maintain 
momentum. We let Alakazam 
take the fall. The superspeedy 
Psychic-type wiped out Mudkip [O 
with Thunderpunch before 
Pikachu made it faint. Our sacri- 
fice put the balance at two 
against two. Our losses meant 
that Zangoose and Gorebyss 
had to hit the field, and Pikachu 
could shock Adam's Water-type 
if given time. Fortunately, 
Tangut's Pikachu was weak. 


The Verdict 

Though Adams crew unleashed combos (like Skarmory’s Spikes-Roar) to hack 
through the seven Phenac Trainers leading up to Tangut, it didn't have time to 
pull off any in the final match. Fortunately, Adam didn't stuff in combos at the 
expense of building a strong foundation — diverse Pokémon types and attack 
types—which is what ultimately won the match. Excellent team, Adam! 


Tangut pitched in her final Pokémon, 
Wynaut. It tends to play defense, so 
we sent Zangoose after Pikachu, and 


its Brick Break finishedit off at last. 


... With Vileplume putting it to sleep 
and then Gorebyss snuffing it out 
with Surf, which hit both foes and 
thus spritzed Mudkip, too. 


Though Pikachu had we; 
Alakazam severely with blasts, we 
had to make a choice: use Alakazam's 
Thunderpunch to KO Mudkip... 


Wynaut was left alone to fend off 
two full-strength Pokémon. Adam 
had smartly taught his Zangoose 
Shadow Ball with TM 30... . 


Go! ALAKAZAM! 


nS 


akened 


Tangut sent in Pikachu, so we subbed 
Electric-vulnerable Gorebyss for 

Alakazam, who could blast Mudkip 
with a Thunderpunch. 


...and fall to Pikachu's next strike, ог 
use a turn to swap out Alakazam and 
put in a Pokémon with full HP (but 

without a type-trumper for Mudkip). 


... Which brought Wynaut to its 

knees. Gorebyss then used Surf to 
sweep the Psychic-type away and 
finally defeat Tangut's expert team! 


SEND IN YOUR SINGLE- AND 
DOUBLE-BATTLE TEAMS! 


Send e-mail to 
pokecenter@nintendopower.com 
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Comic Mi 
Mild Viole 


BENNY: "Well 


look uh com 


ps : ЗА Wh 1 da 
A gang of toughs has taken over River City High and 
your girl! Don't call the authorities—take the law into y 
own fists! We'll show you the basic moves that will help 


CLOSE-UP CONFLICTS DISTANT DUELS = 
$ 


Alex t= $ 36.80] [Alex 


D-Jay:Oh, snap! 


Short-range weapons include Long-range weapons are rare but 
rocks, bats, tires and even garbage incredibly useful. Use chains, 
cans. They won't do a lot of dam- staffs and even ladders to strike 
age at first, but you can throw multiple foes at once and keep 
them to good effect. yourself out of harm's way. 


ALTITUDE ASSAULT: 


Lua —23 EJ : Many areas have different elevations 
that can work to your advantage. 
When a box, crate or bench is avail- 
able, climb onto it and wait for e 
į mies to come to you. You can oft 
kick or punch them as they 
toward you. ў 


Stewy: Mommyyyyyyy ! 
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FEELING PUNCHY? READING 1S FUN! 


All this fighting whets a man’s appetite, so stop into one of 
River City’s many malls and satisfy your cravings. Food, drink, 
books and medicine are all available for a price. You can get 
some items to go, but many are dine-in only. Experiment to 


The best purchase you can make is 
usually a book or magazine. Cheap 
reading material will likely boost 
your stats more than similarly priced 
food, and the more-expensive tomes 
will actually teach you new moves. 
The Fashion Mag is a good, inexpen- 
sive purchase. 


figure out which items are your favorites. 


EAT, DRINK & BE Sm но РАЕВА ЦИЕ NEEDED 


Alex received Karma Jolt. 


To gain experience, you need to Stop by a pharmacy if you're low on С 
Sample all the flavors of River City. Stamina. Nothing can be consumed There is a secret shop inside the Armstrong Thru-Way. To find it, walk 
Food and drink will restore Stamina оп the premises, so its a good along the wall and press Up when you're between the fourth and fifth 
and Willpower, and sometimes place to go if you're preparing for a lights. The owner, Merlin, sells items that boost your stats by a huge 
raise other stats as well. Menus boss fight. Keep an eye out for amount but can also lower them. Shop with care. 
change, so visit shops often. Karma Jolt—it's pricey but well $ 3 

worth it. 


TROUBLE RIGHT HERE IN RIVER CITY 


The game is dividéda into a long series af street fights,with boss specific order, so you won't be able to fight Turk, for example, 
battles to break up the action. То make a boss appear, you must until you've clobbered Rocko. You can revisit most areas to 
defeat all of the enemies in the area. The bosses show up ina fight a boss again, if you like. 


BOSS 1: MOOSE ers 2: BENNY AnD CLYDE В0$53: чи В055 4: ВІАрЕ 


Moose is at Sticksville—2nd Street, Веппу and Clyde аге in Riverside Rocko is inside the WSL Co. You'll find Blade in Sherman Park, 
two screens east of the Grotto Park, one screen north of the Warehouse, located one screen one screen north of Sticksville— 
Mall. He likes to bounce off walls Capitol Ave. Bridge. Whatever you north and one screen east of the Park Dr. Blade loves weapons, but 
and fly at you, so avoid the edges of do, don't get caught between the Bike Trail Entrance. Stand on boxes ће slower when he wields one. 
the screen. Don't knock him into the two punks. Hit one with a thrown and wait for Rocko to jump, then Wait for him to grab a stone or bat, 
pit, or you'll lose the money he weapon then use the Dragon Kick kick him in midair. Thrown tires then strike. The long chains that 
drops when you defeat him. to lay him low. Try to trap them also make excellent weapons. Eagle gang members carry will fell 
against the edge of the screen. Blade with ease. 


BOSS 5: TURK BOSS 6: M0J0 


F ts" 


You must beat two more bos 
you can enter River City High. 
side the 3rd Wheel Factory 


and Ivan is waiting for you outside the 


Turk is at the WSL Co. Entrance, Mojo is at the Empty Lot, north of ates of the school. After you defeat 
one screen east of the Armstrong the WSL Co. Entrance. Stand on MINE able ro nter th 
Thru-Way. There's nowhere to hide top of the pipes and wait for him to acu асе tosenter the 
from Turk and no real tricks, so come at you, then kick him in his 

you'll need to be powered upand to big, square head. If you trap him 

fight well. If you lose, head to a between you and Ryan, you can 

mall and buy food and books. play soccer with him. 
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Activision and Vicarious 

Visions team up to bring a 
zany new Shrek adventure to 
the GBA. It's ogre-sized fun 
for all ages! 


а a í Shrek is a registered trademark of DreamWorks L.L.C. Shrek2™ & 
Shrek 2 follows the charming and humorous Story of the motion pias ©2004 DreamWorks L.L.C. Published and distributed by Activision 


by the same name. Over the course of the wacky fairy tale, you'll gather Publishing, Inc. Game EVERYONE 
new friends and control four unique characters. We'll reveal how to com- эур, ш ^ 
plete some of the games toughest areas. It'll take teamwork, ingenuity Developed by Vicarious 


anda pinch of ogre charm to bring the story a happy ending. Visions, Inc.™ 


Far, Far Away 


Mild Cartoon Violence 


Use Shrekto pick up the 
mushroom, then stand 
just to the right of the 
small tree. Switch to 
Donkey to hop from the 
carriage to the mush- 
room. Grab the four-leaf- 
clover to the right of the 
leprechaun, then hit the 
bridge switch below. 


After you trigger the 
second bridge switch, 
backtrack left as Donkey. 
Hop onto the second 
bridge while it's raised to 
reach a coin stash. 


Shrek can lift and carry items such In Chapter 2, Donkey can pick up a 
as mushrooms and springs; jumpon ^ fairy (press Select). Jump and hold A 
the items to reach high platforms. to glide while a fairy is equipped. 


When Shrek tries to break up the 
feuding citizens, they put aside their 
differences and turn on him instead. 
Jump atop the carriages and take out 
the pumpkin-tossing foes. Lure the 
men on the ground into a group, then 

| jump and press B in midair to perform 
Shrek's body slam. Destroy all the 

j| onscreen enemies to win. 


Tm 
While controlling Shrek, press B to pick up the mushroom, then stand near 


the block. Switch to Donkey by pressing L or R, and hop from the block to the 
mushroom and up the tree branches to the upper-left ledge. 


As Donkey, bound along 
the platforms, grab the 
fairy and take it to 
Shrek. Switch to Shrek 
and equip the fairy to 
glide across the gaps. 
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Big Surprises 


Royal Family Feuds 
€» 


Shrek and Donkey drink the Fairy Godmother's 
potion, transforming them into a charming prince 
andhis noble steed. In the boutique, use Puss-in- 
Boots to leap over the spotlights. Pass the blue 
guards, then drop to the floor. Search behind the 
green dress to find and equip the ghost item—it will 

enable you to pass by the searchlights 
(and enemies) unseen. 


The Gingerbread Man is the master 
of ranged attack. Press B to deploy 
the cookie crusader's candy-cane 
boomerang. In Chapters 3 and 4, use 
the Gingerbread Man's candy-cane 
attack to defeat enemies, hit 
switches and destroy spotlights. 


As Shrek, hop right across the building to the springy branch; perform 
a body slam to reach the key. With the item in hand, jump left across 
the windowsills to the leprechaun and play his minigame. 


Deflect the milk bombs 


dE: PED SNR 7 toenter the castle. 
Use Shrek to lift and stack the stumps. Jump onto the bottom stump then Toss your candy cane 
pick up the top one. Switch to Donkey and jump from the tree branch to the at the milk whenit 
stump Shrek is holding, then to the ledge; kick down the mushroom for Shrek. passes the top of the 


giant gingerbread man's 
left arm. Protect the 
massive cookie for 30 


Puss-in-Boots attacks three times: seconds to win. 


j with a cartwheel, a bounce then a 
roll-bounce combo. When 
he becomes dizzy and 
stops, press B to 
pick him up. Lift the 
critter three times to 
make him join 

your party. y 


В 1 


Тһе Godmother 
€» €» 


Puss-in-Boots is lighter and more agile than 
Shrek and Donkey—he can walk on ropes and 
scale walls. Sometimes enemies lurk below 
ropes; destroy the foes to find gold coins. 


Guide all three characters onto the scale to open the door. Walk left cautiously 
as the Gingerbread Man; use his candy cane to defeat the slime-shooting foes. 
Switch to Puss-in-Boots and nab the key on the ledge overhead. 


ооо 


Cross the ropes as Puss-in-Boots then hit the 
Fairy Godmother once. Lower the drawbridge and 
Switch to the Gingerbread Man. Hit the Fairy 
Godmother once with the candy-cane attack, then 
drop and lower the second drawbridge. Switch to 
Shrek andhit the Fairy Godmother once again. 


Happily Ever After 


One final task lies between Shrek and his happily ever 
after—to defeat the Fairy Godmother. Something incredible 
will happen if her magic is destroyed, but that is a tale for 
another day—and one for you to discover. Ф 


Open the door with Puss-in-Boots then switch to Donkey. Destroy the stone 
wall and kick the spring left to Shrek. Switch to Shrek and smash the stone 
floor. If Shrek holds up the spring, Puss-in-Boots can use it to reach some coins. 


Before you lower the 

drawbridge for Shrek, 

drop below the raised 

bridge to collect the 

z coins and to play the 
(Bi leprechaun's minigame. 
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EMBARK ОП A 
SAFARI TO RECLAIM F 
YOUR TREASURE Й 
A NEW PLATFORM > 
ADVENTURE 
FROM THQ. 


© and (P) 2004 Rare Limited. All Rights Reserved. 
Licensed by Nintendo. Exclusively licensed and 
published by THQ Inc. 


EVERYONE 


For many years, Blackwyche was a peaceful hamlet, but Dr. Dolittle-Goode has disrupted that tranquil- $ 
ity. He has broken the Sabre Wulf amulet, which released Sabrewulf into the world to terrorize and pillage 
the good commonfolk. Only you, Sabreman, can thwart the doctor's plans and put the amulet back together. 


TREASURES TO KEEP FOR due TIME 


Sabrewulf is stealing valuables from the villagers, and її is up to you to retrieve them. Weave through treacherous 
levels to Sabrewulf's den and snatch the treasure just before he wakes up, then hurry back to your campsite. 
After recovering all the treasures in each area, enter Dr. Dolittle-Goode's lab to reclaim a piece of the amulet. 


Red bags hidden in the levels 
contain creatures who will help 
you on your quest. Each crea- 
ture has a certain ability. Learn 
how to use them all, but 
employ them sparingly—you 
can use each creature only 
once per level. Your creature 
count resets if you perish. 


м0 
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CREATURE COMFORTS 


“Often multiple creatures perform similar duties. For example, Blubbas and Serpents | 
both allow you to reach high platforms. Because you can use each creature only once, such (? 
overlap comes in handy when a level contains many obstacles of the same type. 


MANY BAZARDS, MANY SOLUTIOTIS 


FEET 


| ==) STOCK UP 


% | You will find many crea- 
2 @ tures hidden within the 
levels, but Cookie can 

| supply you with a few 
extra to make up for 
the occasional 
mistake. Cashin 
treasures you've 

| collected to buy 

| extra creatures for 
> your bag. 


Boomers are enormously valuable on 
virtually every level. Set them over ene- 
mies to destroy them on contact, or 
place them and let their fuses run out. 
When you place a creature such as a 
Bigfoot or Tailspin that could knock you 
into a nearby enemy, be careful to get out of the 
way. Use the L Button to move the last creature 
placed. This tactic is particularly useful for Serpents. 


E шай, 


REMEMBER THE COMB 
[Л \ TT, at at am ЫЫ | © Earn combo points by destroying multiple ene- 
У ) t ё mies with one or more creatures. Clubs, for 
\ ^ и example, score huge combos when left to clear 


a path of enemies. Blow thebombene-  , 
mies into adversaries with the Tailspin for 
hit combos. Equip the Phoenix for tem- 
porary invincibility, and knock out as 
many enemies as you can to rack 

up an easy chain combo. 


You're only half done once you 
reach Sabrewulfs lair—you still 
have to make it back to camp with 
him right behind you. All 
creatures, enemies 
and obstacles will 
have turned into 4 1 4 
gold coins. Snag as vou must time your jumps perfectly to avoid getting caught on ledges—and falling long distances will stun 


many as you can. you. When Sabrewulf is nipping at your heels, jump over him, then hop over him again when he turns to chase 
you. His momentum will give you a little time to get away. Look for ways to lure him off ledges, as well. 


FAIK TRADE AGREEMENT 


Talk to the villagers to learn about a complex trading 
sequence. Some will tell you outright what they're looking 


“After you beat a level, a flag will appear above the 
entrance. The flag’s color will reflect how quickly you 
completed the mission. While in the level, the treasure in front for, others will stay tight-lipped until you have what they 
of Sabrewulf will indicate the best flag you can expect basedon need. To earn a load of gold, give everyone what they want. 
the amount of time it took you to reach him. 


You will sometimes be 
required to complete 
minigames to contin- 
ue the trading 
sequence. Victory in 
the tea-drinking 
game requires fierce 
button-mashing. 


You can replay levels endlessly to 
get the best possible time. 

Most importantly, memorize T $ 
your inventory to access the Dare human opponents to beat your best times in the 
appropriate creature quickly. Also, speedy Challenge mode, take pictures for the camera- 


сиет useall of your man, or set off on a quest to find all of the remaining hid- 


ness. Gold flags may require a den creatures. With so many challenges and goals, Sabre 
little extra risk, so be daring! Wulf will keep you on the hunt for a long time. €? 
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® 
p- 4 PLAYER 
2 PLAVERS 
патсот 
^2 1984 NAMCO LTD. 
М RIGHTS RESERVED 


Everything old is fun again! 
Eight of the greats return for 
retro gaming on the GBA. 

Experience the classics that 
started the Nintendo age. 


в i PLAYER 
z PLAYERS 


Mario is a cool guy, but he didn't get to be one of the world’s most 
popular game characters on his personality alone. What propelled 
1980, 1984 NAMCO LTD. the hopping hero—and Nintendo—to superstardom is pure, per- 
LICENSED TO NINTENDO fect gameplay that worms its way into your brain, causing you to see 
falling barrels and crawling Koopas hours after your last marathon 
session. The Classic NES Series revisits the titles that started it all at a 
value-packed manufacturer's suggested retail price of $19.99 per title. The 
graphics lack the whiz-bang effect of today's blockbusters, but the games are 
as fun and addictive as the day they were created. 


4 
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MARIO, BROS. Writer Steve 


Nintendo Power's Jessica Folsom 


recalls her introduction to The Legend Thomason rec- 
of Zelda: “1 remember forsaking sleep, ollects: “In 1987, 
food and the light of day to lose myself my brother and I 
in the land of Hyrule when І first discov- received an NES 
ered and fell in love with the game (I was for Christmas 
nine or 10 at the time). To this day, it is still with The Legend of 


one of the most magical, memorable gaming 
experiences I've had.” 


Zelda, the Zapper 
light gun, Hogan's Alley 
and, of course, Super 
Mario Bros. In addition to 
sparking my love of platformers, | remember 
that SMB would make my brother (who was 
only five at the time) hop up and down when he 
pressed the A Button, as if he was physically 
trying to make Mario jump higher. Sorry Bill!” 


The latest Game Boy 
Advance SP look is 
retro-riffic. Its gray, 
black-and-red color 
Scheme recall the 
original NES 
Controller, down to 
the stylin' red 
Nintendo logo. It's like 
a handheld time 
machine. 


Senior Writer Alan Averill remem- 
bers Donkey Kong: "We didn't have 
vids in my house for a long time, but 
then my dad brought home Donkey 
Kong as a Christmas present. My dad 
got obsessed with DK and played it 
almost every night. He also used to 
call DK ‘Konkey Dong,’ which my 
younger sister and | thought was the 
height of comic genius. My dad was 
never much of a gamer—and he sure 
doesn't play them now—but DK is 


ШО DESTINATION: 
Minus Шов с 


X 1 PLavER GAME а 

1 PLAYER GAME B 

2 PLAYER GAME A 

2 PLAYER GAME B 
©1981 NINTENDO CO.LTD. 
MADE IN JAPAN 


Have a passion for old-school gaming? So 
do we! Visit www.classicnesseries.com to 
view a few Classic NES Series-inspired 
designs that we've been cooking up and 
vote for your favorite! 
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The Legend of Zelda is one of the most influential video games of all time, and it's the pebble 
that started the avalanche of NES adventure titles. The game's 3/4 view, innovative inventory 
screen and overworld/dungeon layout have inspired countless followers. Many titles in the Leg- 
end of Zelda series continually top the list of subjects for Nintendos Game Play Counselors. 


EVERYONE 


ADVICE FOR THE UNINITIATED 


Mild Fantasy Violence 


CONTENT RATED EY 
ESRB 


©1986-2004 Nintendo. 


NES: 1987 


y yy 
Since The Legend of Zelda's adven- жшн ES a) 


ture requires several hours and multi- 
ple sessions to complete, it offered 
battery-backed memory—the first of 
its kind. 


As you make your way through the game's 
dungeons, your weapon arsenal will grow. In 
most boss battles, you'll have the greatest 
success by using the weapon that you col- 
lectedin the current dungeon. 


I did it! | defeated the First Quest of 
The Legend of Zelda—finally. This 
may not seem like a big deal to a lot of 
your fans, but for someone my age— 
75—l feel like I've accomplished quite 
a lot. I made up a poem about 
Nintendo while writing in my journal; 

I hope you enjoy it! Thanks fora — 
great game!! 


The most basic piece of advice for Legend of Zelda adventurers has become a mantra for Nintendo's Game Play 
Counselors: “Defeat all of the enemies, push every block and look for places to use bombs." You'll open passages 


My grandson introduced me to a that will take you very far into the game. 


Nintendo game, 

That I play on my TV most of the day, 
The Legend of Zelda has taxed my 
brain, Outwitting many demons 


ONE GAME, TWO QUESTS 


throughout the play! 

My wife says that I have lost my mind, LEVEL LEVEL 9 кыы 3j | 
and | have made her a house recluse, : 4 

That doing so I have been most LEVEL 8 LEVEL 4 


unkind, She states that its a form of = 
spouse abuse! ә LEVEL 6 


LEVEL 1 
ЖЕ = = LEVEL 2 

I told her the alternative is my visiting LEVEL 6 |? mum LEVEL 4 
pubs, And possibly becoming a drunk- | LEVEL 7 
en souse, Ог go swimming with girls 
in hot water tubs, So what's wrong ES 
with my playing in the house! LEVELE 
My wife's answer was a real doozy, 
She called the plumber and ordered a LEVEL 3 
jacuzzi, So there goes the old 
Nintendo game,! guess І have only After you defeat Ganon and start again in the same saved file, you'll enter the game's second quest. In your follow- 
myself to blame! up adventure, you'll discover that many of the dungeons are in new locations, as are each dungeon's compass and 


map. The overworld layout above shows dungeon placement for both quests. 


William C., Virginia 
November/December 1989 


THE LEGEND OF ZELDA PRO CHALLENGE 


Even after you've cleared both quests, you'll feel — * Play through without ever picking up the wooden sword. 
compelled to keep playing. Over the years, e Pass up the Blue Ring and the Red Ring. : 

Legend of Zelda players have devised ways to * Play through without grabbing a Heart Container. 

add a new level of difficulty to the adventure. * Collect the map and compass in every dungeon. 

Give the following challenges a try. * Complete the game without losing a single life. 
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Building оп the success of Donkey Kong and the original Mario Bros., Super Mario Bros. took 


the persistent plumber on a hopping-and-stomping adventure— the first side-scrolling plat- 
former. More suited for long gaming sessions than quarter-guzzling arcade visits, the game 
helped launch the NES into millions of homes. 


SMB BASICS 


- EVERYONE 


©1985 Nintendo. ESRB 


RELEASE DATE 
NES: 1985 
Arcades: 1986 
Bopping blocks from below is essential. When үш Нор ona shell to make it The first video game 
small, certain blocks will produce mushrooms. When ounce against a station- ^ boss, Bowser, shows up 
WARP SPEED you're big, they'll give you Fire Flowers. ary object for big points. at the end of every world. 


By shaving three seconds off the pre- 
vious Super Mario Bros. world 
record, Scott K. of North Carolina 
became the warp-pipe champ early 
this year with his completion time of 
me minutos, 17 seconds. With auno ка = 

uck and some precision timing, Scott 

helieves that he can reach his per- % M Wes 
sonal goal of 5:13. 


Pipes are key. You can sink into some pipes to find large ^ Seek out coin rooms. Break bricks to find hid- 
coin caches. Other pipes, inremotelocations,serveas ^ Every 100 coins will net den coin blocks and 
NINTENDO POWER'S warps to advanced worlds. you a 1-Up. secret passages. 
MAILBOX—1990 INFAMOUS GLITCH—THE MINUS WORLD 
I can't help but notice something zi r Qa TT MORLO ТІНЕ 


interesting about Mario. Over the past 
couple of years his nose has dramati- 
cally changed shape. It used to be 
sharp and droopy in Donkey Kong, but 
now in Super Mario Bros. 2 it is more 
rounded and somewhat elevated. Has 
Mario, like many other successful 
superstars, had his nose “fixed” to Exc ER 
improve his appearance? 
As supersized Mario, break bricks above World 1-2's underground exit, leaving the two bricks closest to 
Jim J., Michigan the pipe intact. Stand on the lip of the pipe, facing left. Jump then move to the right in the air. You'll float 
January/February 1990 through the bricks and the pipe and fall next to the entrance to a strange underwater world. 


Named after 
thelandord ME 3523525255225 222022252012 А М А С М А, А БС М А АС МА а А Ы 
of Nintendo 
of America's 
first build- 
ing, Mario 
was origi- 
nally depict- 
ed as a car- 
penter. 


Because of 
his interest 
in pipes, 
Mario 
became a 
plumber 
and took on 
anew look 
for Super 
Mario Bros. 


Pee Ee Ee EY Ee Ee EOE EA Ee ED EE ERED 
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‘CONTENT RATED BY 
ESRB 


©1981 Nintendo. 


Arcades: 1981 
NES: 1986 


Memory limitations on the NES Game 
Pak led to the removal of the arcade 
versions now-famous "pie factory" 
level when the game was translated 
to the console. To this day, the only 
place you'll find the conveyor-helt- 
laced level is in the arcade game. 


By the time Donkey Kong reached the 
NES, the lady that Mario saved from 
the belligerent banana-fanatic was 
known as Pauline. For Super Mario 
Bros., Mario entered the Mushroom 
Kingdom and the lady became a 


princess. i 
Since the silent- 
AN movie era, Pauline 
ah has been a popu- 
lar name for a 
woman in peril. 
BN However, Mario's 


Pauline was never 
tied to railroad 
( tracks. 


With the excep- 
tion of Super 
Mario Land's 
Daisy, Princess 
Peach has been 
Mario' sole post- 
Pauline damsel. In 
recent games, she 
has taken ona 
more active role. 


HEARTLES: 

When a game is as popular as Donkey 
Kong, it's natural for a few wacky 
rumors to surface. One such rumor 
was that Jumpmans girl would turn 
into Ann Wilson from the band Heart 
(at the height of its popularity when 
the game was in arcades) if the play- 
er entered a certain button code. 
Sadly, the rumor was not true. 
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Nintendo’ first arcade hit was named Donkey Kong to suggest that the barrel-throwing beast 
at the top of the scaffolding was an ape (Kong) who was as stubborn as a donkey. In the arcade 
games original instructions, Mario had the moniker Jumpman, and the object of Mario's affec- 
tion was referred to only as “the lady.” The characters’ names were changed for the NES release. 


DU In the first level, most bar- 
ON 8 rels either roll off the ends of 
PRRs SAIS the girders or fall down the 
: 3 me ladders. If a barrel is 
approaching a ladder that you 
want to climb, pass the 
apparatus and wait for the 
barrel either to keep rolling 
or to drop. Then backtrack 
and scale the ladder. 


SLUSNE) 


оо 
00585555) 5898. 


TOP-OOSS00 user 
[Давос +] 


There are two routes through the second level. The upper route is treacherous because of the long gap 
between the second elevator and the next platform. You'll clear it if you run and leap without stopping. 
The lower route is a tough trial because it requires that you avoid bouncing springs in three areas. 


When you reach Donkey 
Kong's perch on the second 
level, you'll find two safe 
places to wait for the springs 
to bounce by. 


The third level opens a whole 
new can of worms. The only 
enemies (besides the ape) 
are slow-moving but plentiful 
fireballs. Hammer the flames 
and collect the gifts to earn 
bonus points. You'll earn 
T-Ups when your score 
reaches 7,000, 10,000, 15,000 
and 20,000. 


1.009500 тор.009500, 


75489809) 


nintendopower.com 


EXCITEBIKE 


Racing games have always been hugely popular, and in 1985, Excitebike became the inaugural 
racer on the NES. It was also the first NES game to include customization, via a design mode 
that allows you to build your own tracks from 19 pieces. The game's two race modes allow you 
to go up against the clock or to prove your prowess against a trio of brutal competitors. 


EVERYONE т 
Free V eV VT Wiki hee 


©1984 Nintendo. 
>> 
МЕ$: 1985 UPS wen eee 9H EC WE 
ABCDEFGHIJKLHNOPQRS CL END LP 

> | А 1 
In 20005 3-D Excitebike 64, the NES Mac me hee kee tee аа akea aisa te tebe cet Мше эм кыма ты] Tf you've got the need for speed and hang time, 
original is included as a hard-to-find ud atrack with along ie of ҮШ pads 
Easter egg. [жт D | «ll MESI fi "" part M) and a single ramp (part H), and allow 

prm. oo] SEJ ee for nine laps in the race. 


Б ERU ЕЕЕ Оп your custom-made speed 


track, hold Right when you're 
airborne, then toggle Left and 
Right while landing. By the last 
lap, your biker will catch 
enough air to soar off the 
Screen. 


When a vegetable-hoarding condor flies out of reach, it's up to hammer-wielding heroes Popo 
and Nana to climb any of 32 mountains and retrieve the greedy bird's booty. If the plot seems 
as thin as a sheet of ice in July, worry not—the hopping-and-ice-breaking two-player cooper- 
ative action is tons of fun. 


©1984 Nintendo. 


RELEASE DATE 
NES: 1985 


IT TAKES TWO 


Although multiplayer games are com- You can select any mountain from the begin- 


mon now, they were rare in the early сч ААО Ў n l | 
Ы a T A g, but it pays.to practice on the early 
days of gaming. Ice Climber is one of ч} 4 levels to get the hang of basic climbing. 


the МЕЅ5 first. After you scale four mountains, you'll grab 


Loose... a carrot for a 1-Up. 
DAY OF THE CONDOR 
After you reach the top of the moun- In a two-player game, partici- 
tain, hop into the condor's claws for a J { 4 pants can band together to 
special flight-based bonus. N 1 d { break the ice above openings. 


As the top player leaps over 
the gap, the bottom player can 
jump straight up and give the 
top one a bouncing boost. 
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By 1982, when Xevious first reached arcades, space-shooters—such as Space Invaders and 
Galaga—were common. Namcos earth-based shooter offered something new: blasters for tak- 
ing out air targets and bombs for hitting ground targets. The fun and addictive dual attack 
requires quick coordination. 


EVERYONE 


©1982, 1984 NAMCO LTD. 


Г Flying enemies often Static ground targets 
Arcades: 1982 move left andright.HoldB always appear in the 
NES: 1988 to fire rapidly andletene- same places. Remember 

mies soar into the blasts. the pattern to get ‘emall. 


If you survive a flight over about 70% 


of a given area then lose your ship, 4 = Flags that represent 1-Ups appear when you bomb 

- you'll start again at the beginning of й | a PERET their secret location (often in water). When you reach 
the next area. If you don't reach that + NN ] the secondriver, hit the location pictured above often 
point, you'll start at the beginning of d -— to make the first flag appear, then grab the item to 


the initial area. е nb ч о score ап extra ship. 


The blast radius for bombs is wider than most ground 
targets are, allowing you to take out multiple targets 
with a single explosive. Aim for the center of clusters. 


The star of more than 15 games for Nintendo systems made his debut in a fast, frenzied action- 
puzzler that has the player breaking bricks and blasting enemies. The object is to defeat every 
foe in the level then uncover the level exit. Bomberman has branched out into adventures in 
recent years, but he has stayed true to his explosive roots. 


©1987 HUDSON SOFT. 


NES: 1989 
Every stage includes a hidden power-up that 
= makes clearing away bricks easier. The item 

The game logo treats “Bomber” and pictured in the screenshot to the left 

“Man” as two separate words, but extends your bombs’ radius. An item in Level 

the actual name of the game and 30 protects you against your own blasts. 

character is a single word: 

Bomberman. If you accidentally bomb the level exit, 
the portal will spew enemies, making it 
more difficult for you to escape. 
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| ©1980, 1984 NAMCO LTD. 
| 


Arcades: 1980 
МЕ$: 1993 


Pac-Mans status as a bona fide pop- 
culture phenomenon generated as 
many unsubstantiated rumors as 
there were pellets in the game's 
maze. Among them was the story of 
the gold bars—items that were said 
to pop up on some arcade machines 
but not others. In the legend, gold 
bars gave players 10,000 points and 
their accompanying screwdrivers 
awarded players 25,000 points. 
They've become the Sasquatch 
sightings of the video game world. 


Another rumor suggested that if you 
chomped on the floating eyes of a 
defeated ghost, you'd earn bonus 
points. Eating eyeballs can earn you 
accolades on Fear Factor, but it is of 
no consequence in Pac-Man. 


The follow-up to Pac-Man introduced 
Ms. Pac-Man and lots of variety in its 
new maze configurations. The game 
also brought on fruit bonuses that 
floated through the mazes and 
ghosts that were quicker and wilier. 


In the pantheon of video gaming, few titles have reached Pac-Mans exalted level. Like Tetris, 


the a-mazing action-puzzler continues to appeal even to people who would scarcely touch 
another game. One reason for its popularity is its simplicity— power pellets: good, ghosts: bad. 
You don't have to know anything more. Namco’s recent GCN masterpiece Pac-Man Vs., puts a 
new GBA-connected multiplayer spin on the classic. 


There's nothing more 
annoying than having one 
pellet remaining on the 
other end of the maze. 
Polish them off as you go. 


To maximize your bonus 
points, wait until all four 
ghosts are within striking 
distance of Pac-Man before 
you make them vulnerable 
by eating a power pellet. 
Every ghost that you turn 
the tables onis worth 
twice as many points as 
the last one. 


Pieces of fruit under the score mark the 
passing of levels. Advanced fruit chunks are 
worth a significant number of points. Collect 
themin their location under the ghosts' pen 
early and often. 


CLASSICS ON THE GO 


Games come and go, but only the cream of the crop remain as classics. The titles in the 
Classic NES Series have puzzled, perplexed and punished (in a good way) players the 
world over for two decades and promise to keep doing so for many years to come. 
Whether you pick your favorites from your childhood or collect them all for the first 
time, you're sure to have a ball with Nintendo's old-school hits. 5° 
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Combining the style of A Link to the Past with the 
graphic flourishes of The Wind Waker, Four Swords 
Adventures calls Zel s to Hyrule for a game that 
suits both solo adventurers and multiplayer parties. 
In the games main mode, Hyrulean Adventure, 
Links dark doppelganger, Shadow Link, causes havoc 
in Hyrule, forcing the hero to pick up the Four Sword 


and split into a quartet. The L must fight through 


seven sections of the legendary land to save a group of 


maidens and the princess, Zelda. In the single-player 
game, you'll use a GCN Controller or a linked GBA to 
command the squad and arrange them in any of five 
quickly adjustable formations. In multiplayer action, 
each person will use a GBA to control one or more 
| members of the group and fight together for a com- 


) THE LEGEND OF ZELDA: FOUR SWORDS 


A Link to the Past meets The Wind Waker in a swingin’ multiplayer adventure. 


427 t 
ADVENTURES 
mon goal. Outdoor scenes are shown on the TV 
screen, and interiors appear on the GBA screen (or 
on a GBA inset on the TV screen). Using classic Leg- 
end of Zelda items, the heroes solve puzzles cooper- 
atively and plow through enemies that would give a 
lone Link fits. 

The play control is perfect, allowing players to 
change team formations on the fly. Multiplayer-only 


modes Tingles Tower (part of Hyrulean Adventure) 
and Shadow Battle test the abilities of individuals in 


friendly competition. 


COMMENTS: Steven—Like Final Fantasy: Crys- 
tal Chronicles, Link's la: es tellar in single- 
mode but out of this world as a multiplayer 

game. Chris—The Zelda world is well 


GAMECUBE. 


Nae scr 


\ 


GERD OF 


* Nintendo €> 


* 1 to 4 players 
simultaneously 


* GBA connectivity 


m AAAY 
ums x te ty wy ty 
sum x ty te te vy 


_ 


utilized, and the puzzles are reminiscent STEVE rr tr try 


Й of previous Zelda games. Steve—By far fd 
ер use of connectivity to date. ШШ tri trot £ 
Scott—Innovative and absorbing for 
one or more players. It's a much 
deeper and more satisfying experi- 
ence than Four Swords for the GBA. 
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VS. DONKEY KONG 


Their rivalry renewed, Mario and DK face off in an old-school action puzzler 


The man-versus-monkey clash that defined platform 


gaming (in the original Donkey Kong) heats up again 
in an immensely entertaining platform-puzzler that's 
loaded with elements from Marios greatest hits. When 
DK runs off with a sack full of mechanical Mini-Mar- 
ios from the Mario Toy Company, the full-sized hero 
gives chase by climbing, bouncing and hammering 
through a series of trap-packed challenges. The vet- 
eran adventurer shows some never-before-seen 
maneuvers, such as a high-arcing backflip and a hand- 
walking balancing act that protects him from falling 
objects as he makes his way to level goals. 

Mini-Marios are trapped in each of the games six 
worlds. After Mario collects all of the mechanical mar- 


vels from a world, he leads them ona timed run toa toy 


A Not just for Potter fans, The Prisoner of Azkaban is a deep and detailed RPG. |p 


add to the texture of the tale. Although Harry is the | 
games main player-controlled character, Ron and | 


As the Harry Potter series gets darker, winding its way 
through the story of Sirius Black and the disturbing 
Dementors, EAS latest Potter RPG for the GBA pres- 
ents a more sophisticated experience than its prede- 
cessors’. The games production values are the best in 
the series, with strong graphics that display subtle def- 
inition, along with rich orchestral music that sets the 
perfect tone. The turn-based battle system is also top- 
notch, letting you conjure magic from Wizard Card 
combinations and use the Informus spell to learn the 
weaknesses of the games 53 incidental creature types. 
Ifyou don't have all of the cards, you can trade for them 
with other players via a Game Link cable. 

Thelong quest follows the story of the book and the 
upcoming film, and offers additional objectives that 


chest by activating switches and negotiating obsta- 


cles. Then he takes on the ape in a face-to-face finale. | 


Mario earns a 1-ир for every Mini-Mario he wrangles 
into its place. 

The puzzles are suitably easy to solve in the early 
going, but the difficulty increases sharply in the late 
rounds. By earning high scores in each level, you can 
unlock more levels in superchallenging Expert mode. 
Versatile gameplay, playfully colorful graphics and 
great animation contribute to a fun and satisfying 
experience. 


COMMENTS: steven —The legendary duo com- 


pletely owns the games old-school moves, physics | 


and comic timing. Though other games have tried, 


Mario vs. DK is the only game to | 
evolve the retro ideas in such a | 


clever way. Jessica —Wow! This 
game is seriously addictive. 
Steve—The difficulty curve is 
perfect, and the game is con- 
stantly introducing new con- 
cepts to keep things fresh. 


Hermione also get their due time, joining Harry for 
numerous quests through Hogwarts' dungeons and 
Hogsmeade. At times, you must choose between tak- 
ing Ron or Hermione with you—a decision that deter- 
mines your path through a given area and guarantees 


you access to particular Wizard Cards. The titles six | 


unlockable minigames indude the Owl Care Kit, 
which requires a connection with the GCN version. 


COMMENTS: George— Brilliant fun. This would be 
a great RPG even if it had no tie-in with the Harry Pot- 
ter series. Jessica—Every aspect of the game is well- 


designed to create a fun, in-depth Harry Potter RPG. 


experience. Steven—Though the 
inventory and menu systems need 


polishing, this RPG is a dream come | 


true for Harry Potter fans. Chris— 
It's great to see a true, solid RPG 
come from a major franchise. 
Scott—A well-designed and 
superbly executed RPG. 
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EVERYONE 


Mild Cartoon Violence 


| SHREK 2 - 
S IUOS P, Everyone's favorite ogre has returned to 
Dread bd : E eo фе Q the GCN, and he's brought his friends. CHRIS 10:64 
e 1 to 4 players simultaneously XT > Whether you're playing solo or with 
pals, your team comprises four baddie- GEORGE KIS 


2 ia pounding storybook characters whose special 
EVERYONE р hc уле” abilities help the group blaze through Far Far Away. JESSICA whit | 


vo АШ. y Since the camera stays back to keep track of all 
Comic Mischief { K tour heroes at once in most battles, the charac- scor L6 0.0. 


Violence ND Mesh CY: ters often appear very small. However, Hero Time 
= 2 a A Ж sequences show single fighters close-up. STEVEN 009: 


| SHINING FOR 


| Balbaroy LV 7) Ò Originally developed by Sega for the ox 
OF THE DARK DRAGON jw адаа > Genesis, Shining Force is a tactical RUN ti 
* Atlus/64 Megabits = RPG that lets you control up to 12 GEORGE Wy ww 
• 1 player | ^ characters at once in turn-based combat. 


Playing as adventurer Max, you set out to save 
Guardiana from the ancient Dark Dragon. A JESSICA 00670 


unique card-based system adds ап extra layer 
-of complexity to your battles. Fans of Fire seor titty 


Mild Violence E 
Emblem and Final Fantasy Tactics Advance 
will jump right into Shining Force. STEVE tert irs 


RIVER CITY RANSOM EX | : ideas | s 
s | " iS When River City Ransom was released 

* Atlus/32 Megabits | е > for the NES in 1990, it stood out from AN wir 

e 1 to 2 players simultaneously [Ж à the crowd of street brawlers with its 

* Multi-Pak Game Link | een wacky sense of humor and unconventional role- L2 00:94 


playing elements, which allow characters to 
learn moves and build attributes by reading GEORGE WI tre | 


ыр Si magazines. The GBA version retains all of the 
ШЕ game's charm and style and offers slight SUIT йй 


т improvements to the graphics and screen text. 
Suggestive Themes It's a must-have for fans of funny fighters. STEVEN Lé d o 0 | 


SHREK 2 
* Activision/64 Megabits 
* 1 player 


=> Teamwork is key in both the GCN and 
e ВА versions f Shrek 2 The GBA CMS OBB 


game pulls it off by allowing a single GEORGE ЖЖ 


player to control up to four characters, one at 


a time. Each creature has specialties, such as 
superior fighting maneuvers or advanced jump- жил rc Yr 


ing skills, that help him contribute to the team 
effort. The puzzles are cleverly designed to SUIT 0:094 


use character-specific abilities to their 
fullest. STEVE Leo i 


SABRE WULF 2 | 
1 e Dr. Dolittle-Goode lives up to his name | 

* THO/64 Megabits ` 2 S = in inventive adventure Sabre Wulf, ШК wits 

* 1 player P : published by THQ and developed by ре ЖЖЖЖ | 


Rare. Combining overworld exploration with 


- Short 2-D platform levels, the game challenges | 
you to lead Sabreman to valuable treasure and GEORGE 66684 | 


_ the eight pieces of a sacred amulet. You can 
| earn or purchase animal helpers or items, such SCOTT KH 


as a compass, to aid your search. The graphics 
are lush, and the play control is excellent. STEVEN Le 0 90 | 


BOMBERMAN «€ Although the Bomberman franchise CHRIS cx 
e Nintendo/8 Megabits = == d» has recently branched out into multi- 


player tournaments and adventure 
* 1 player games, it began in 1985 (and was released in GEORGE WHR 


эбинен ш 2 L 1989 for the NES) as a single-player action- 
[EVERYONE Г gm puzzler. While negotiating a brick grid maze, жш ЖИК 


it's your task to plant and detonate bombs to 
defeat enemies and break through bricks. The SCOTT 0-6 í 


game is very simple but provides quite a chal- 
lenge and tons of explosive fun. STEVEN wit 
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> Already an arcade classic when it — iy + k 


was released for the NES in 1986, 


Donkey Kong is the proto-platformer. 
Each of the game's three levels (which repeat CHRIS 2:2) 


and increase in difficulty indefinitely as you 
progress) offers a new trial, from the cascad- GEORGE 0064 


ing barrels of the first level to the construc- 
tion site level that collapses after you break JESSICA Kis 
all of its joints. It's the perfect warm-up for 


& a Н new platformer Mario vs. Donkey Kong. тин ry К 


CLASSIC NES SERIES 
DONKEY KONG 

s * Nintendo/8 Megabits 
EE ° 1 to 2 players alternating 
* Classic NES Series 


CLASSIC NES SERIES 
| EXCITEBIKE 
| * Nintendo/8 Megabits 
| © 1 player 
* Classic NES Series 


E Recently adapted as a microgame in 
erre RO 

game for the NES in 1985. Four motorcycles 

"ME E онаа Он кы ЖАШЫ 

E AOT ап о SUE. АГ 


track-design feature allows you to create your 
own racing environment. STEVEN wry 


nE д й 3 
CLASSIC NES SERIES 
| ICE CLIMBER uE — Developed in the early days of plat- Ў 
| * Nintendo/8 Megabits Е е tornas Ice Climber tempts you to ALAN 
| «1102р imultaneosl Я scale 32 multilevel mountains by 
SEN PU peta E breaking ш of ice and hopping through the JESSICA WS 
Fe Multi 1 | holes. Sliding platforms, conveyor belts, icy 
кошна Link m “gp surfaces and a large selection of enemies pro- Se Y 
| RAMH » Classic NES Series vide a variety of challenges. A slight lag in the SIBE оа" 
| controls makos many of the difficult jumps 
frustrating, but the result is that much sweet- 
; er when you reach the top. STEVEN Yc*c*r 
| THE LEGEND OF ZELDA y : nr © The graphics show the game's age 
© Nintendo/8 Megabits — ыа (с) * (released in 1987), but The Legend of TN 06601 
9 ASI Zelda's gameplay stands the test of GEORGE ккк? 
* 1 player МТ 2 time, showing why the adventure that intro- 
| ° Classic NES Series Ie ee duced Link continues to be a huge influence on JESSICA ЖОЛ?» 


game design. Nine dungeons stand between 
you and the final battle against Ganon. Each tr yr 
ае Й one is loaded with clever puzzles, cool ene- Sen b 
па Fantasy Violence ate mies and helpful items. After you complete the 
Т ji game, you can experience the second quest. STEVEN 0:069 


CLASSIC NES SERIES 


PAC-MAN B Born = One of the first video game phenome- 

* Nintendo/8 Megabits а: > na, Pac-Man arrived on the arcade ин 064 
+ scene in 1980 and was released on GEORGE оо" 

• 1 to 2 players alternating eU im the NES in 1993. The Classic NES Series ver- 

* Classic NES Series > { sion presents a single-level layout and short JESSICA ЎЎ 


scenes that play out after every two level 
completions. The game partners well with 
Pac-Man Vs. for the GCN, giving you single- SCOTT хк 


player practice for the GCN game's frenetic 
multiplayer sessions. STEVEN Wir we wy 


SUPER MARIO BROS. 

| * Nintendo/8 Megabits 

| © 1 to 2 players alternating 
* Classic NES Series 


Oo Koopas, coin loops, warp zones—the 
> original Super Mario Bros. has it all. AN ккк 
The game that helped make Nintendo GEORGE ооо. 


a household name hasn't lost апу of its charm 
or fun factor over the years. Although the 
graphics are clearly from another era, the dos WH wy 


WELCOME TO WARP ZONE? 


m i = gameplay and play control are as solid and 
: mmu ma nr enjoyable а Шош of any recent nlatform i STEVE ttre 
adventure. It's hard to improve on such a well- 
&ü „ЇЇ M ш «s established classic. i 6444 
на рашаан 


DONC E а E 


4 


NINTENDO POWER | VOLUME 181 | 121 


k * 


= todestroy ground targets. Among the enemies 


‘monolith from 2001: A Space Odyssey. 


‹ Originally released to arcades in 
| Shooter Xevious UE to the шн wort 
Я six years later. As your Solvalou 
ship soars over 16 Earth-based areas, you must GEORGE 064 


use blasters to take out air targets and bombs Jessica tr Yr Y 


are rectangular plates that resemble the seo Ж» 


Gameplay offers little variety, but the level of i 
difficulty is high in the late stages. STEVEN к 


z x ca ae 


* 


CRASH BANDICOOT PURPLE: 
RIPTO’S RAMPAGE 


Cartoon Violence 


D VU Games and Vicarious Visions have ; 
Á established a strong track record CMIS кй 


with their Crash Bandicoot games for р. 
222 the GBA. Their latest effort (released іп con- шы 2026924 


| steady stream of minigames with tons of vari- 


junction with Spyro Orange) is another solid 
game in which Crash and Spyro must work JESSICA Aik 


together to beat their nemesis. It presents a Sto tr tr ty xk 
ety. Bonus games earn you cards that you can ae 
trade with other players. STEVEN 0:60 


SPYRO ORANGE: 
THE CORTEX CONSPIRACY 


Cartoon Violence 


Covering the same basic story as + š P 
Crash Bandicoot Purple, but different ome fedi 


ground, Spyro Orange is the dragon's 
first side-scroller for the GBA. By completing GEORGE KK 


minigame challenges, you can earn trading 
cards and passage to new levels. The graphics жиз Sr Sr Sr 


and gameplay are a step up from those of 
Spyro's isometric-view adventures. Crash Stm $0.6 í 


plays an active role in Spyro's game, and Spyro y die die 
returns the favor in Crash's game. STEVEN tet tr tr 


* 


> NUMBER OF MEMORY CARD BLOCKS REQUIRED 


ARCADE FIGHTING PLATFORM PUZZLE 


CRITICAL MASS 


To describe their unique, 
personal tastes, each of NP's 
critics has ranked 10 game gen- 
res in order of preference, with 
the favorite game type appear- 
ing first. 


ESRB RATINGS 


The Entertainment Software 
Rating Board evaluates each 
game’ content and assigns one 
of the following ratings to 
reflect the appropriate age 
group for the game. 


(5 @@ 


RPG RACING SHOOTER SPORTS STRATEGY 


uw @®@®%®®@©®®@@ sur 09090600009 
CHRIS: 900000000 ME 6000099000 
GRE 060000060000 simu 96960009006 
JESSICA: 00090000090 


ANUS ONU 18 


Early Childhood |g тееп(1з) [9 Adui (18+) 


Everyone 


М Mature (174) y Rating Pending 
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Make My Funk the NP Funk 


TALK TO A GAME COUNSELOR 


For Help Playing Any Nintendo Game 
1-800-521-0900 


Available in the U.S. and Canada 
$1.50 per minute (in U.S. funds) 
Please have VISA or MasterCard Ready 


NINTENDO POWER SUBSCRIPTIONS, 
RENEWALS, BACK ISSUES, 
PLAYER'S GUIDES AND MORE 


www.nintendo.com/consumer/magazine/index.jsp 


Your NSIDER power source 
to everything Nintendo. 


www.nintendo.com 


Try www.nintendo.com 
or e-mail us at: 


nintendo@noa.nintendo.com 


1-800-255-3700 
(1-800-422-4281 TDD) 


Note: We are unable to answer game play questions on this line. 
6 a.m.-7 p.m. Pacific time, every day. French- and Spanish- 
speaking representatives are available. 


1-425-885-7529 


Prerecorded Game Tips and 
Future Product Information 
Get complete game walk-throughs on the most popular games for 
the Nintendo systems. This call may be long-distance, so be sure 
to get permission from whoever pays the phone bill before you call. 
For a complete list of games available on the power line, check out: 


www.nintendo.com/consumer /index.html www.nintendo.com/consumer/gameplay/powerline.html 


2a 


classified@nintendopower.com 
epic@nintendopower.com 
nowplaying@nintendopower.com 
pokecenter@nintendopower.com 
poweron@nintendopower.com 
pulse@nintendopower.com 


Video game-related: 
Jeff Bafus, Nintendo of America 425.882.2040 
NP.advertising@noa.nintendo.com 


Non-video game-related: 
Peter Guenther, Mediagistic 813.477.8997 


uenther@mediagistic.com 
Nintendo Power pguenther@mediagistic.co 


PO Box 97033 


Redmond, WA 98073-9733 For rate card, ad specs and other advertising information, 


please send e-mail to: ads@nintendo.com 


store.nintendo.com 
Iffta.nintendo.com 
www.animal-crossing.com 
www.camphyrule.com 2 
www.classicnesseries.com 


www.gameboyadvance.com/mariokart 
www.gameboyadvance.com/smw 
www.gameboyadvance.com/supermarioadvance 


www.nintendo.com/community 
www.nintendo.com/games/hm 
www.nintendo.com/games/mgs 
www.nintendo-e-reader.com 


Send your letters and art to: 


PO Box 97033 
Redmond, WA 98073-9733 


PLAYER'S PULSE ART OF THE MONTH 
OFFICIAL CONTEST RULES 


No purchase necessary to enter or win, Purchase will not increase odds of winning, 
Only U.S./Canadian residents [etching Puerto Rico and Quebec) who are not employ- 
ees of Nintendo of America Inc. ("NOA") or its affiliates (or their immediate families) аге 
eligible to enter. The sponsor of the Contest is МОА of Redmond, Washington. Void 
where prohibited. To enter print your name, address, telephone number, on your art, and 
mail the entry to this address: NINTENDO POWER, PLAYER'S PULSE, P.0. BOX 97033, 
REDMOND, WA 98073-9733. Enter as often as you wish. NOA is not responsible for: (a) 
late, lost, illegible, or misdirected mail or without the appropriate information accom- 
panying them; (b) disruptions or damages due to events beyond МАЗ control; or (с) 
printing or typographical errors. The Contest will be run monthly from January 1, 2004 
to January 1, 2005 or until Nintendo discontinues the Contest (the "Term"). Material 
submitted to NOA in connection with the Contest (e.g., art, letters, creative sugges- 
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tions, ideas, notes, drawings, concepts, or other information (collectively, the "Sub- 
missions"), shall be and shall remain the property of NOA upon submission, including all 
associated copyright, trademark and other proprietary rights. Submissions will not be 
returned to you. None of the Submissions shall be subject to any obligation of confi- 
dence on NOAS part, and NOA shall not be liable for any use or disclosure of any Sub- 
missions, You agree’ that NOA will own all rights to the Submissions forever and 
throughout the world, and NDA may use the Submissions in any manner or medium now 
existing or developed in the future, without any compensation to you or any other per- 
son or entity. You may only submit material that is original and has not been copied from 
any other work. Any material you submit must not violate, misappropriate or infringe 
any copyright, trademark or other proprietary right of any other person or entity. All 
entries must be received by NOA by the last day of the monthin order to be eligible to 
win a prize for that month. Each month during the Term of the Contest, NOA will select 
fromall entries receivedin the previous month the eligible entrant who submits the one 
(1) entry which an independent judge determines, in his or her discretion, to be the most 
apt, original, interesting and creative “Art of the Month”. NOA will attempt to notify 
winners by mail by the 20th of the following month after winner selection, Prize: NOA 
will award one (1) Nintendo Power T-shirt each month to the winning entrant whose art 
is selected as "Art of the Month”. Approximate Retail Value (ARV) of prize package is 
$10.00. Prizes returned as undeliverable ог not otherwise claimed within 30 days after 
notification or which are undeliverable will be forfeited and will not be awarded to an 
alternate winner. Unless prohibited by law, winners consent to МОАХ promotional use 


of their names, likenesses and other personal information without further compensa- 
tion. Odds of winning depend on number of eligible entries received. Many will enter, a 
few will win. No transfer or substitution of prizes permitted, except that NOA may 
substitute a prize of egual or greater value for any prize. For a copy of these rules, or a 
list of winners, after February 1, 2004, and before January 31, 2005, send a stamped, 
self-addressed envelope to the address above. WA/VT residents may omit return 
postage. TAXES ARE WINNERS’ SOLE RESPONSIBILITY. Canadian duties and brokerage 
fee/taxes may apply. Prizes won by minors will be awarded to a parente al guardian 
on their behalf. All prizes are awarded "AS IS" and WITHOUT WARRANTY OF ANY KIND. 
Winners (and if winner is a minor his or her parent/legal guardian) may be required to 
execute an affidavit of eligibility and release of liability as a condition of award. By 
entering, you (and, if you are a minor, your parents or legal guardians) release NOA, its 
parent, and their affiliates, directors, officers and employees from any liability for any 
claims, costs, injuries, losses or damages incurred in connection with the Contest or 
any prize (including those related to personal injury, death, damage to property, and 
rights of publicity or privacy Entrants agree to be bound by these Rules and NOAS 
decisions, which are final. NOA may change these Rules and/or suspend or cancel the 
Contest at any time if causes beyond NOA's control affect the administration of the 
Contest or NOA otherwise becomes (in its sole discretion) incapable of running the 
Contest as planned, Any provision of these Rules deemed unenforceable will be 
enforced to the extent permissible, and the remainder of these Rules will remain in 
effect. The Contest and all accompanying materials are ©2004 Nintendo. 
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THe GAT _ 


THIS TIME, THERE IS 
NOWHERE YOU ! 


JUNE 29 
Take New York for a spin. 
WWNW.activision.corn/spider-man 


(GAME BOY ADVANCE 


mmm) | PlayStation. 


Spider-Man and all related Marvel characters, TM & © 2004 Marvel Characters, Inc. Spider-Man 2, the movie, © 2004 Columbia Pictures Industries, Inc. All rights 
reserved. Game code © 2004 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark of 
Activision, Inc. and its affiliates. All rights reserved. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Xbox 
and the Xbox logos are registered trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ®, Game 
Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. PC CD-ROM logo TM and © IEMA 2003. The ratings icon is a registered 
trademark of the Entertainment Software Association. All other trademarks and trade names are the properties of their respective owners. 


89. 


ae 


GAME INDEX voume 181—suvy 2004 


THE NINDEX 


Advance Wars: Under Fire: 44 
Astro Boy: Omega Factor: 46 
Banjo Pilot: 46 
Baten Kaitos: 43 
Bomberman: 116, 120 
Call of Duty: Finest Hour: 51 
Catwoman: 23, 43 
Crash Bandicoot Purple: 
Ripto's Rampage: 122 
Custom Robo: 52-53 
Def Jam: Fight for New York: 18 
Digimon Racing: 46 
DK: King of Swing: 47 
Donkey Kong: 114, 121 
Donkey Kong Country 2: 47 
Donkey Kong: Jungle Beat: 44 
Donkey Konga: 44 
Dragon Ball Z: 
Supersonic Warriors: 21, 45 
Dreamwork's Shark Tale: 50 


NINTENDO 


GAMECUBE. 


Duel Masters: Sempai Legends: 22 
Excitebike: 115, 121 
FIFA Soccer 2005: 18, 43 
Final Fantasy | & II: 46 
Funkydilla: 18 
F-Zero: GP Legend: 46 
Geist: 42 
GoldenEye: Rogue Agent: 18, 41 
Hamtaro: Ham-Ham Games: 19 
Harry Potter and the 
Prisoner of Azkaban: 44, 90-93, 119 
Ice Climber: 115, 121 
The Incredibles: 44 
Killer 7: 41 
Kim Possible 2: Drakken's Demise: 21 
Kingdom Hearts: Chain of Memories: 46 
Kirby & the Amazing Mirror: 47 
The Legend of Zelda: 112, 121 
The Legend of Zelda: 
Four Swords Adventures: 30-39, 118. 


The Legend of Zelda: The Minish Cap: 45 
Lemony Snicket's 
A Series of Unfortunate Events: 50 
The Lord of the Rings: The Third Age: 22 
Madden NFL 2005; 18, 42 
Mario Golf: Advance Tour: 74-77 
Mario Pinball: 46 
Mario vs. Donkey Kong: 86-89, 119 
Mega Man Anniversary 
Collection (GCN): 20, 44 
Mega Man Anniversary 
Collection (СВА): 45 
Mega Man X Command Mission: 44 
Mega Man Zero 3:45 
Metal Gear Soli 
The Twin Snakes: 68-72 
Metroid Prime 2: Echoes: 41 
Midway Arcade Treasures 2: 18 
The Movies: 51 
NASCAR Thunder 2005: 20, 42 


TITLES CURRENTLY AVAILABLE 


NBA Live 2005: 42 

NCAA Football 2005: 18, 43 

Need for Speed Underground 2: 18 

Pac-Man: 117, 121 

Paper Mario 2: 41 

Pikmin 2: 43 

Pokémon Colosseum: 103 

Pokémon FireRed & LeafGreen: 100-101 

Pokémon TCG: 102 

Prince of Persia 2: 19 

Puyo Pop Fever: 64-67 

Resident Evil 4: 42 

River City Ransom EX: 104-105, 120 
Sabre Wulf: 108-109, 120 

Second Sight: 19 

Shining Force: Resurrection of the 
Dark Dragon: 94-97, 120 

Shrek 2 (GCN): 120 

Shrek 2 (GBA): 106-107, 120 

Sonic Advance 3: 47 


Spider-Man 2 (GCN): 49 
Spider-Man 2 (GBA): 46 
Spyro Orange: The Cortex Conspiracy: 122 
Spyro: A Него Tail: 19 
Star Fox: 43 
Super Mario Bros.: 113, 121 
Tak 2: The Staff of Dreamers: 18 
Tales of Symphonia: 78-79 
Tiger Woods PGA Tour 2005: 18 
Tom Clancy's Rainbow Six 3: 20, 42 
Tom Clancy's Splinter Cell 

Pandora Tomorrow (GCN): 60-63 
TRON: 19 
Ту the Tasmanian Devil 2: 18 
Viewtiful Joe 2: 19, 41 
Virtua Quest: 56-59 
WWE Day of Reckoning: 43 
Xevious: 116, 122 
X-Men Legends: 49 
Yu-Gi-Ohl: Reshef of Destruction: 45 


ADVENTURE 
Aquaman: Battle for Atlantis 
Army Men: Air Combat 
“The Elite Missions” 
Batman Dark Tomorrow 
Batman Vengeance 
Beyblade: Super Tournament Battle 
Beyond Good & Evil 
Blood Omen 2 
BloodRayne 
Blowout 
Buffy the Vampire Slayer: 
Chaos Bleeds 
Casper: Spirit Dimensions. 
Charlie's Angels. 
Conflict: Desert Storm. 
Conflict: Desert Storm lI— 
Back to Baghdad 
Dead to Rights 
Dinotopia: The Sunstone Odyssey 
Disney/Pixar's Finding Nemo 
Disney's Magical Mirror 
Starring Mickey Mouse 
Disney's Tarzan Untamed 
Dr. Muto 
Enter the Matrix 
Eternal Darkness: Sanity's Requiem 
FireBlade 
Freedom Fighters 
Future Tactics: The Uprising 
Gotcha Force 
Harry Potter & The Chamber of Secrets 
Harry Potter & The Sorcerer's Stone 
The Haunted Mansion 
Hitman 2: Silent Assassin 
The Hulk 
James Bond 007: Everything or Nothing 
Jimmy Neutron Boy Genius 
Jimmy Neutron Boy Genius: Jet Fusion 
The Legend of Zelda: 
Ocarina of Time/Master Quest 
The Legend of Zelda: The Wind Waker 
The Lord of the Rings 
The Return of the King 
The Lord of the Rings: 
The Two Towers 
Luigi's Mansion 
Metal Arms: Glitch in the System 
Metal Gear Solid: The Twin Snakes 
Metroid Prime 
Minority Report 
Mission: Impossible—Operation Surma 
Mystic Heroes 
Piglet's Big Game 
Pikmin 
Pokémon Channel 
Prince of Persia: The Sands of Time 
Reign of Fire 
Resident Evil 
Resident Evil 2 
Resident Evil 3: Nemesis. 
Resident Evil Code: Veronica X 
Resident Evil Zero 
Roadkill 
Robotech: BattleCry 
Rocket Power: Beach Bandits 
Rogue Ops 
Scooby-Doo!: Mystery Mayhem 
Scooby-Doo!: Night of 1,000 Frights 
The Scorpion Ki 
Rise of the Akkadian 
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Shrek 2 

The Simpsons: Hit & Run 

Sonic Adventure 2: Battle 

Sonic Adventure DX: Director's Cut 

: Armageddon. 

x and the Cursed Mummy 

Spider-Man: The Movie 

SpyHunter 

Star Fox Adventures 

Star Wars Bounty Hunter 

Star Wars: The Clone Wars 

Star Wars Rogue Squadron Il: 
Rogue Leader 

Star Wars Rogue Squadron Ill: 
Rebel Strike 

Superman: Shadow of Apokolips 

Tom Clancy's Splinter Cell 

Tonka Rescue Patrol 

Top Gun: Combat Zones 

True Crime: Streets of L.A. 

Universal Studios 
Theme Parks Adventure 

Viewtiful Joe 

Wario World 

X2: Wolverine's Revenge 

Zapper 


ARCADE/PARTY 

Defender. 

Disney/Pixar's Monster's Inc.: 
Scream Arena 

Disney's Party 

Dragon's Lair 3D 

Gauntlet: Dark Legacy 

Hunter: The Reckoning 

Ikaruga 

Mario Party 4 

Mario Party 5 

Mary-Kate & Ashley Sweet 16: 
Licensed to Drive 

Midway Arcade Treasures 

Monopoly Party 

Muppets Party Cruise 

Namco Museum 

Nickelodeon Party Blast 

Pac-Man Fever 

Pac-Man Vs. 

Rayman Arena 

Shrek Super Party 

Sonic Mega Collection 

Super Monkey Ball 

Super Monkey Ball 2 

WarioWare, Inc.: Mega Party Game$ 


FIGHTING 
Batman: Rise of Sin Tzu 
Bloody Roar: Primal Fury 
Capcom vs. SNK 2: EO 
Def Jam Vendetta 
Dragon Ball Z: Budokai 
Godzilla: Destroy All Monsters Melee 
Legends of Wrestling 
Legends of Wrestling II 
Mortal Kombat: Deadly Alliance 
Soul Calibur I 
Super Smash Bros. Melee 
Teenage Mutant Ninja Turtles 
‘Tom and Jerry in War of the Whiskers 
UEC Throwdown 
Ultimate Muscle: 
Legends vs. New Generation 
X-Men: Next Dimension 


WWE Wrestlemania X8 
WWE Wrestlemania XIX 


PLATFORM 
Billy Hatcher and the Giant Egg 
Bomberman Generation 
Bomberman Jetters 
Crash Bandicoot: 
The Wrath of Cortex 
Darkened Skye. 
Disney's Donald Duck: Goin’ Quackers 
Disney's PK: Out of the Shadows 
The Fairly OddParents!: 
Breakin’ da Rules 
Frogger Beyond 
Frogger's Adventures: The Rescue 
The Hobbit 
Ninja 
Looney Tunes: Back їп Action 
Mega Man Network Transmission 
Pac-Man World 2 
Pitfall: The Lost Expedition 
Rayman 3: Hoodlum Havoc 
Rugrats: Royal Ransom 
Samurai Jack: The Shadow of Аки 
Shrek: Extra Large. 
Sonic Heroes 
Spirits & Spells 
SpongeBob SquarePants: 
Battle for Bikini Bottom. 
SpongeBob SquarePants: 
Revenge of the Flying Dutchman 
Spyro: Enter the Dragonfly 
Super Mario Sunshine 
Tak and the Power of Juju 
Taz: Wanted. 
Ty the Tasmanian Tiger 
Vexx 


PUZZLE 
Bust-a-Move 3000 

Disney's Hide & Sneak 

Egg Mania: Eggstreme Madness 
Super Bubble Pop. 

Tetris Worlds 

ZocCube 


RACING 
18 Wheeler: American Pro Trucker 

Ax4EV02 

ATV: Quad Power Racing 2 

Auto Modellista 

Burnout. 

Burnout 2: Point of Impact 

Cel Damage 

City Racer 

Crash Nitro Kart. 

Crazy Taxi 

Dakar 2: The World's Ultimate Rally 
Driven 

Drome Racers 

Extreme G 3 

F1 2002 

Freaky Flyers 

Freekstyle 

Freestyle Metal X 

F-Zero GX 

Grooverider: Slot Car Thunder 

Hot Wheels: Velocity X 

Hot Wheels: World Race 

Jeremy McGrath Supercross World 
Kirby Air Ride 


Mario Kart: Double Dash! 
Mat Hoffman's Pro BMX 2 

Monster 4 x 4: Masters of Metal 
Monster Jam: Maximum Destruction 
MX SuperFly 

NASCAR: Dirt to Daytona 

NASCAR Thunder 2003 

Need for Speed: Hot Pursuit 2 

Need for Speed: Underground 

Pro Rally 2002 

R: Racing Evolution 

Rally Championship 

Road Trip: Arcade Edition 

The Simpsons: Road Rage 
‘Smashing Drive 

Smuggler's Run: Warzones 

Speed Kings 

SX Superstar 

Tube Slider 

Wave Race: Blue Storm 

Wreckless: The Yakuza Missions 
WWE Crush Hour 

XGRA: Extreme G Racing Association 


RPG/STRATEGY 

Animal Crossing 

Baldur's Gate: Dark Alliance 

Cubivore 

Custom Robo 

Evolution Worlds 

Final Fantasy: Crystal Chronicles 

Gladius 

Goblin Commander: Unleash the Horde 

Harvest Moon: A Wonderful Life 

Lost Kingdoms 

Lost Kingdoms II 

Medabots Infinity 

Phantasy Star Online Episode | & 11 

Phantasy Star Online Episode lll: 
C.AR.D. Revolution 

Pokémon Colosseum 

The Sims 

The Sims: Bustin’ Out. 

Skies of Arcadia Legends 

Summoner: A Goddess Reborn 

Worms 3D. 

Yu-Gi-Ohl: The Falsebound Kingdom 


SHOOTER 

Die Hard: Vendetta 

James Bond 007: Agent under Fire. 
James Bond 007: NightFire 

Medal of Honor: Frontline 

Medal of Honor: 
Men in Black II: 

Red Faction It 

Serious Sam: Next Encounter 

Space Raiders 

Star Wars Jedi Knight II: Jedi Outcast 
Tom Clancy's Ghost Recon 

Tom Clancy's The Sum of All Fears 
TimeSplitters 2 

Turok: Evolution 

хи 


SPORTS 

1080°; Avalanche 
2002 FIFA World Сир 
Aggressive Inline 
All-Star Baseball 2002 
All-Star Baseball 2003 
All-Star Baseball 2004 


Backyard Baseball 
Backyard Football 
Beach Spikers 
Big Air Freestyle 
Black & Bruised 
BMX XXX 
Dark Summit 
Dave Mirra Freestyle BMX 2 
Disney Sports Football 
Disney Sports Skateboarding 
Disney Sports Soccer 
Disney's Extreme Skate Adventure 
ESPN International 
Winter Sports 2002 
ESPN MLS ExtraTime 2002 
Evolution Skateboarding 
Evolution Snowboarding 
FIFA Soccer 2002 
FIFA Soccer 2003 
FIFA Soccer 2004 
Freestyle Street Soccer 
Go! Go! Hypergrind 
Harry Potter: Quidditch World Cup 
Home Run KING 
Kelly Slater's Pro Surfer 
Knockout Kings 2003 
Madden NFL 2002 
Madden NFL 2003 
Madden NFL 2004 
Mario Golf: Toadstool Tour 
MLB SlugFest 20-03 
MVP Baseball 2004 
МВА 22 
МВА 2К3 
МВА Courtside 2002 
МВА Live 2003 
NBA Live 2004 
NBA Street 
NBA Street Vol. 2 
NCAA College Basketball 2K3 
NCAA College Football 2K3 
NCAA Football 2003 
NFL 2K3 
NFL Blitz 20-02 
NFL Blitz 20-03 
NFL Blitz Pro 
NFL QB Club 2002 
NFL Street 
NHL 2003 
NHL 2004 
NHL 2K3 
NHL Hitz 20-02 
NHL Hitz 20-03 
NAL Hitz Pro 
Outlaw Golf. 
Pool Paradise 
RedCard 20-03 
Rocky 
Sega Soccer Slam 
SSX 3 
SSX Tricky 
Street Hoops 
Swingerz Golf 
Tiger Woods PGA Tour 2003 
Tiger Woods PGA Tour 2004 
Tony Hawk's Pro Skater 3 
Tony Hawk's Pro Skater 4 
Tony Hawk's Underground 
Virtua Striker 2002 
Whirl Tour 
WTA Tour Tennis 


nintendopower.com 


Frolfing Lessons \ 5 “\ 
Now Available At 


RipeitKine.com б 


NEXT ISSUE 


VOLUME 182 — AUGUST 2004 


Evil Exclusive 


Resident Evil 4 


In next month's issue, we'll take an in-depth 
look at Resident Evil 4, with never-before 
seen screenshots, insights from the game's 
creators and our own hands-on impressions. 
Its an exclusive cover story you won't want 
to miss. 


* THE LEGEND OF ZELDA: 
FOUR SWORDS ADVENTURES 


- HARRY POTTER AND 
THE PRISONER OF AZKABAN 


• MARIO GOLF! ADVANCE TOUR 
• DUEL MASTERS: SEMP] LEGENDS 


* DRAGON BALL 7: 
""10105/:89) O SUPERSONIC WARRIOR 


Tom Clancy's 
Rainbow Six 3 


Spidey Your friendly neighborhood Spider-Man pays a visit 
to NP next month. We'll have a preview of the wall- 
Spectacular crawlers upcoming GCN adventure (complete with | Canadian postage paid at Mississauga, Ontario. Canadian 
poster and an interview with the game's narrator, | Publication Agreement #40052563. Return undeliverable 


128 | NEXT ISSUE Bruce Campbell) and review Spider-Man 2 for GBA. | Siena (Сааба 10: 707480 Crestwood Place, 


THE OFFICIAL GUIDE FROM 


GET THE GUIDE 


POKéMON COLOSSEUM 


With two monumental games—a Battle mode and a Story mode set in the 
all-new Orre region—Pokémon Colosseum is the biggest title in the history 
of the series. You'll want tips from Nintendo's official Pokémon Trainers. 


à The Story mode is filled with creatures that fans haven't seen since 
Pokémon Gold and Pokémon Silver—we'll help you Snag ‘em all. 


9 After you beat the RPG, you can transfer your team to Pokémon 
Ruby and Pokémon Sapphire—our guide gets you there. 


є, Battle mode pits you against countless foes in single- and multiplayer 
stadiums—win the day with unbeatable strategies. 


7 
zy 


EDITION 


a «ЭШ THE LEGEND T d 
7 MARIO KAR f OF ZELDA: 2d METROID: ZERO 
DOUBLE DAS | cOLLector’s | MISSIO 


VISIT STORE.NINTENDO.COM ор саш 1-800-255-3700 


[4 


Easy to Play - a well-tuned and finely crafted 
musical instrument! 

Made from High Fired Ceramic 
Includes a Songbook and Tutorial with simple 
finger notation for many songs and fancy tricks, 
plus Lullabies, Serenades and Minuets! 


SweeBpPotato:. (осгауе Die mei a И. 39.95 
Extended Range Sweet Potato (octave +4)......... 49.95 
includes Extended Range Songbook plus Regular 
Songbook I 
Extended Range Sweet Potato XL (Same as Extended 
Range but larger size and deeper sound). 
Raku Pendant Ocarina (with necklace)... 
Eagle Bone Flute - cast in porcelin, simple to 
play, with necklace and playing instructions............. 29.95 


You can also order: 
Silk Carrying Case padded, w/ zipper, handle, 
аа embroidered dragons... О Mee neers 5.95 
Extra Ocarina Songbooks: Songbook II, 
Christmas Carols, Beatles for Extnd'd Range.. 


Hear them and order online at: 


S www .songbirdocarina.com 


ol, S wg 


the, 


Eagle Bone Flute 


Shipping Info: 
Shipping & Handling «$6.00 
(Please allow 2-3 weeks for delivery) 
Priority Shipping................... $12.00 


(When available, allow 3-7 biz days for delivery) 


We ship via US Postal Service 


Send checks and money orders to: 


asse Songbird Ocarinas J 


410 Anacapa St. 
Santa Barbara, CA 93101 
JJ 
Order Toll Free! 1 (866) 899-4043 


Pendant Ocarina 


Jearina! 


i 


J 


Songbird Ocarinas is not affiliated or endorsed by Nintendo of America, Inc. 
LOSES T NEM 


In a dying world called Sylvarant, legend has it that one day a 
Chosen One will appear from amongst the people and the land 
will be reborn. After a fierce attack by a mysterious race leaves 
their town in ruin, the Chosen One and her friends set out on a 
perilous journey to unlock the seals between two interlocked 
worlds and restore the mana that flows between them. 


A Perilous Quest... - 


Ток Adventure and Survival. 


Tales of Symphonia features one of the fiercest, most action- 
packed battle systems ever created. An exclusive real-time 
combat engine puts you in full control of your characters to 
wage war using hundreds of special attacks, spells, and combos 
Experience this epic adventure with lush 3D scaling and 
custom anime cut scenes by renowned artist Kosuke Fujishima 


Enter to win a special collector's Nintendo GameCube"! 
Go to Tales.Namco.com for more information. (Use code: NPDR) 


RATING PENDING 
Visit www.esrb.org 
for more ratings ( — | 
information. 


ESRB CONTENT RATING — www.esrb.org GROENE йылан © GAME 
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TALES OF SYMPHONIA"&©2003 NAMCO LTD.. ALL RIGHTS RESERVED. 
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Our goallis' to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping шїп апу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


